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This is a standard RPGA Network 
tournament. A four-hour time block has 
been set aside for this event. Begin by 
passing out the player characters; pass 
them out based on class only, not revealing 
gender or race. Instruct the players to 
leave the character sheets face down until 
you have read the introduction. Then, tell 
them to study their character sheets, select 
spells, and notify you when they are ready 
to begin the adventure. 

It is a good idea to ask each player to 
put a name tag in front of him or her. The 
tag should have the player's name at the 
bottom, and the character's name, race, 
and gender at the top. This makes it easier 
for the players to keep track of who is 
playing which character. 

The actual playing time will be about 
three hours. Make sure you use the last 20 
to 30 minutes of the event time block to 
have the players capsulize their characters 
for each other and vote. The standard 
RPGA Network voting procedures will be 
used. Make sure you have finished voting 
before you collect the players' voting 
sheets. This way you will not be influenced 
by their votes and comments. 

The players are free to use the game 
rules to learn about equipment and 
weapons their characters are carrying. 


DM INSTRUCTIONS 


Under no circumstances should the players 
read the entire of the characters prior to 
the "player Introduction. Hand out the 
character sheets, and instruct the players 
that they have 15 minutes to study the face 
of the character. In other words, 15 
minutes to read over the pc itself. Tell them 
further that they cannot read _ the 
personality or background. When the 15 
minutes have elapsed, read the "Player 
Introduction" and go ahead to play 
Encounters 1 and 2 without turning over 
the personality sheets. Once the characters 
have seen the missing crystal, allow them 
to turn over the sheets, read the rest of 
their characters, and continue play. 
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Team Play Information (DM) 


Team play is intended, insofar as_ is 
possible, to be continuous. Therefore, if the 
players in your team do not complete the 
12 encounters given in this tournament 
round before the end of the round, 
carefully mark the location where they end, 
transfer all points accrued to the master 
score sheet, sign the module, and score 
sheet, seal, together with the characters 
(yes you need to collect them) in the 
manilla envelope provided, and hand in to 
the event coordinator. Thank you very 
much for judging round one. 


Standard Play Information 
(DM) 


If you are running this as part of a standard 
two round tournament. Ignore Team 
Scoring information. Run this as a standard 
tournament, score a_ standard _ scoring 
packet, and hand in to headquarters. 


DM BACKGROUND 


The Circles of Crystal: 50 circles exist, 
each occupying a special estate along the 
border between the allied Kingdoms, and 
the Howling Land. Each circle is staffed 
with a few companies of troops who owe 
allegiance only to that particular circle, a 
few dozen servants to care for the needs of 
the circle members, and a few hundred 
peasants to work the land. Each circle has 
a minimum of six, and a maximum of twelve 
adeptus (psionicists). Each member of a 
circle is titled with a title as old as the 
circle structure itself, and has unique 
duties and privileges accorded to them 
according to the title they hold. 

Over all, each circle masses (combines 
psionic power, which is then magnified by 
the crystal they use) to protect an area of 
border from intrusion from the Howling 
Land. Each circle also experiments, 
seeking to find new uses for the gift, and 
new knowledge of the universe. Lastly, 
each circle teaches, not just the gift to the 
gifted, but whatever they can to all seekers 
of knowledge. To that last end each circle 
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maintains a massive library on nearly every 
subject. This library is open to anyone who 
tests clean of the stain of evil. A young 
student will be provided to assist those 
doing intensive research or needing 
someone to read to them. A nominal 
donation is expected by the circle in return 
for this service. 


Within the Solarium of the manor of the 
Circle Perilous has always been kept the 
circle's crystal. It is to the Solarium that 
the members of the circle retire to 
accomplish their great massings, and thus 
defend the "Allied Kingdoms" from the 
denizens of the "Howling Land", as well as 
preserve the land itself and the people 
thereon. 

The Solarium of any circle is defended 
by powerful wards, worked into the very 
stuff of which the Solarium is constructed. 
Stone and wood and glass are strengthened 
against physical assault and made 
impassable for those using traveling 
magics, or special abilities to bypass the 
normal limitations of space/time. Since no 
defense is ever perfect, when the Solarium 
is not in use, two guards belonging to the 
circle, and a circle member stay alert 
within it. 

In the particular case of the "Circle 
Perilous" on this night, the two guards 
were average for their kind, competent, but 
not overly so, companionable... adequate is 
perhaps the best description. The circle 
member standing watch with the guards 
was Lord Everly, the circle's monitor. 

It has oft-times been said that when 
building a fortress, one should build well, 
for by its very existence the fortress will 
draw attention to the presence of a 
treasure worth stealing. So it proved... 

Far from the "Circle Perilous", and 
conversely very near, on the Astral Plane, a 
band of young Githyanki nobles were blown 
far away from the trail which they followed, 
hunting with their hounds, by an Astral 
Storm. As they recovered themselves and 
gathered their dogs, their tacit leader, Pi' 
Taluran saw the Astral presence of the 
circle manor, and the impenetrable 
blackness shrouding the areas warded from 
their sight. Seeing the wards he felt both 


So, like a more deadly version of the 
small boy, who barred from the cookie jar, 
begins to carefully build a tower of crates 
and chairs so as to reach it, the young 
Githyanki Lord surveyed the defenses of 
the forbidden area, and began to plan. 


Item: Clearly the attackers had to emerge 
on the prime outside the protected area, 
and break into it. 


Item: The strike had to be done quickly and 
cleanly. A waste of time would bring 
overwhelming Prime plane force. 


Item: The protected area constituted only 
one room of a complex, part of that room 
being made of glass. 


Conclusion: Exit onto the prime in two 
locations. Inside the structure, just outside 
the inner doors of the sealed room with one 
Githyanki and a_ half-dozen hounds. 
Simultaneously exit onto the Prime with the 
rest of the Githyanki and hounds just 
outside the crystal (probably glass-steel) 
panes, and "Shatter" them. Kill any 
guardians, find the mysterious treasure, 
and flee with it. 


Having thus concluded, the Githyanki 
acted. So quick was the assault that those 
guarding the Solarium had no time to 
mount a credible defense, say much less 
signal a normal alarm. Further, given the 
pulsing psionic presence inside the gem, it 
was no difficult thing for the young noble to 
determine what treasure should be taken. 
Having one of his young companions Ik' 
Mildronos, carry the stone, Pi’ Taluran led 
most of his party back out through the 
shattered speculum, and thence to the 
stables. Having taken or slaughtered all of 
the riding animals he could find, he led 
them immediately across the _ clearly 
marked border, hoping thus to throw off 
pursuit. Realizing that he would be little 
more popular in the strange land beyond 
the border than his pursuers, Pi' Taluran is 
making all speed for an_ interstitial 
weakness he can sense, there to re-enter 
the Astral. He would not need the 
interstitial weakness without the crystal, 


curious and resentful, and also __— but he is loathe to give up such a prize, and 
overwhelmingly challenged. its steady mental assault upon him and his 
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companions him from 
crossover. 

Young though he is, Pi' Taluran has 
studied strategy. As he knows he must 
travel some distance overland, he desires 
to keep an eye on the enemy he leaves 
behind. To do this he has left Lop' Arctu, 
another young warrior/mage, secreted 
behind several psionic barriers and in a 
state of invisibility, behind. The brave Gith 
is floating near the ceiling in a niche 
outside the inner door to the chamber. He 
will watch the Prime Planers, and once they 
have embarked upon a course of action will 
follow them, keeping Pi' Taluran informed 
through a specialized form of telepathy. If 
he is in serious danger Lop' Arctu will flee 
to the Astral. Not being burdened with the 
crystal he can do that with ease. 


prevents easy 


PC INTRODUCTION 


The howls still echo in your minds as 
you find yourselves pounding up the 
stairs toward the door to the circle's 
Solarium, dressed in your night wear. 
It is from the Solarium that the 
sounds, first of shattering crystal, then 
howls and screams, finally stone cold 
silence, came. 

As you reach the top of the steps 
you see that there are already nearly a 
dozen of the house guard at the copper 
fronted Ironwood door to the Solarium. 
Several of them _ are _ battering 
ineffectively at the panels with the 
hilts of swords and axes. As you 
approach, a sergeant is attempting to 
organize a few of his men to remove 
the stone bust of an ancient Keeper 
from its pedestal for use as an 
impromptu battering ram. 

Four dogs, lean of body to the point 
of emaciation lie, together with one of 
the armored house guard, in a heap on 
the floor. Several of the other soldiers 
show gashes in flesh AND in armor 
alike, mute testimony to the ferocity of 
these beasts ere they were dispatched. 
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ENCOUNTER ONE. 
(Entry to the Solarium) 


As you approach, the detail of men 
working with the Keeper's statue 
finally wrench it off the base, and 
advance toward the door, swinging it 
rythmatically. The sergeant bellows 
"Make way for the ram!", then turns to 
all of you, tugging his forelock and 
announces, "We'll be through 
presently gentles. We'll know what's 
happening then." The ram slams into 
the panels, bounces off with a dull 
thud. The door shakes a bit, and the 
men stagger back a few steps. The 
sergeant turns to bellow at them again. 
"Put your back into it you lugs. I want 
that door open now, and that's truth!" 
One of the _ soldiers’ turns’ an 
incredulous look on the sergeant, but 
seeing all of you behind him quickly 
turns back towards the door. The ram 
moves forward again. 


The door is made to withstand a 
tremendous amount of this. sort of 
punishment. It is also ensorceled to prevent 
extra-dimensional movement through its 
location, as are the walls of the Solarium. 
The PCS can either go outside and 
physically move around the building to the 
side where the glass steel Speculum was, 
or they can wait for the soldiers to force 
the doors. If they go outside, they will 
reach the ground below the Speculum in 7 
rounds (5 at a dead run). Levitation or 
Flying applied once outside will allow them 
to enter the speculum on the following 
round (Please see note below). If the PCS 
decide to wait for the door to give, the wait 
is 12 rounds. Of course, they may be 
imaginative, and come up with interesting 
things like going to the room below the 
Solarium and breaking through the ceiling. 
This takes 5 rounds to gather equipment 
and 10 rounds to execute. Going to the roof 
(Widow's walk) and crawling to the 
Speculum, then dropping in takes a total of 
5 rounds. Begin keeping track so as to 
compare with the door work once a 
decision is reached. Use real time minutes 
for the purpose of determining how many 
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rounds elapse before the PCS decide on an 
alternative course of action 
converting minutes to rounds one for one. 

This note applies only if PC(s) went 
outside to circle the house to the side with 
the Speculum (but see DM Notes below) As 
the PC(s) round the corner towards the 
side of the house with the Solarium, they 
have their path crossed by a rapidly moving 
horse. The horse is bleeding from a long 
scrape along its side and is rolling its eyes 
wildly. If the PC(s) ask you can inform them 
that they recognize it as being from the 
stable. 

The above is a direct lead in to 
Encounter three, however, note that unless 
PCS state that they are going to their 
chambers and dressing and accoutering 
themselves, then they are unarmed, except 
for those who have’ daggers, and 
unarmored, being AC: 10 minus any 
dexterity bonuses. If the PC(s) should head 
to the stable after seeing the horse, ask 
them “In your night clothes???" Make no 
further comment unless they follow up on 
it. 

Floating near the ceiling in the niche 
from which the Keeper's statue was taken, 
and having applied a healthy dose of No- 
scent, is the Githyanki Lop'Arctu. He will 
make no move to betray his presence, nor 
any sound. He is not here as an ambusher, 
but as an observer. He will not be noted by 
anyone unless someone specifically states 
that they are using some form of a "detect" 
or "see invisible" on the ceiling in the 
alcove. His stats are as follows: 


Lop'Arctu, F6/W4: HPS: 38 AC 4 (Lt. 
chain plus dexterity bonus); MV 12; hp 38; 
THACO 15; #AT 1; Dmg 1d8+2 (long sword 
+2); SA Psionics, spells; SD racial ability to 
plane shift; MR nil; SZ M; ML 14. 

Psionic PSPs 217 all  attacks/all 
defenses,Power score 15, Psionic Powers: 
detonate, project force, all-round vision, 
combat mind, know location, ballistic 
attack, inertial barrier, telepathy, cause 
decay, cell adjustment, conceal thoughts. 

Spells: 1st level- cantrip, color spray, 
hypnotism; 2nd level- invisibility, 


Carried: Potion of levitation (2 doses 
remaining), 14 pp. 
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If he is discovered and it is at all 
possible, then he will not fight to the death. 
Instead, he will flee at the first opportunity. 
He cannot flee to the Astral from inside the 
house, but once the doors are forced he 
can make his way to the shattered 
speculum and out using his Plane shift 
ability. Should he manage to flee, he will 
continue to follow the PCS, at a healthy 
distance, and spy on them. If he is killed 
please make careful note. Teams that kill 
him are not entitled to his assistance in the 
final encounter. 


ENCOUNTER TWO. 
(The Solarium) 


At last, the doors part with a 
thunderous roar and a shower of 
broken metal and splinters. (or "You 
clear the glass-steel shards that are all 
that remain of the panels of the 
speculum.", or whatever is 
appropriate) The Solarium is a 
disaster. A tangle composed of the 
former guards lies amid reddened 
cushions. The body of Everly Hastu, 
Lord Bendandine, the circle's monitor, 
and the on duty adeptus, is mostly 
covered by heaps of books from two 
collapsed bookcases, into which he was 
either blown when the glass shattered, 
or thrown thereafter. Two more of the 
vicious hounds lie near to hand, 
neither of them showing any wounds at 
all. 

Most’ disturbing, however, the 
crystal, which dominated the room, 
setting always in the hollow of a 
special gold and marble stand IS 
MISSING!!! There is no sign of it at all. 


YOU MAY ALL TURN OVER THE REST OF 
YOUR CHARACTER'S AND READ 


Now have the PCs turn over the rest of 
their characters and read them, give them 
10 minutes reading time, then offer to 
reread the description above. 

The two dogs which lie dead were both 
slaughtered by Lord Bendandine 
psionically as he lay, mortally injured. 
(Internal damage.). 
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The crystal was removed from its stand 
by Ik' Mildronos, one of the Githyanki. The 
group of young Githyanki then featherfalled 
to the ground outside and went to the 
stables (see Encounter three below). 

If Lord Bendandine is examined more 
closely it will be discovered that he is 
untouched except for massive bruises 
around his chest and back. These bruises 
came from internal bleeding. Checking his 
body will also allow the PCS to recover two 
potions of ESP and a potion of Extra 
healing. He could not reach the potion in 
his last extremity because he was pinned 
by fallen books and weakened by cracked 
ribs and broken bones. 

As the PCS examine the wrecked 
chamber they hear a whickering sound. 
Looking out they see a horse recognizably 
from the stables, on its knees near the front 
of the house. A long scrape along its side 
cannot explain the foam on its lips, nor the 
finality with which it folds to the ground. 
[The horse was slashed fleeing the stable. 
The slash was poisoned. ] 


Encounter Three. 
(The Stables) 


Whether the PCS go here to get horses, or 
because of the dying horse they've already 
encountered - they will probably come here 
before charging off into the wild. 


As you approach you see that all the 
doors to the stables are open. In one of 
the doors you can see another foam 
flecked horse lying tangled with the 
bloodied body of the ancient sheep dog 
that for so long kept company with the 
horses and other animals. In the other 
barns connected to the stables you 
hear the lowing of cows and the 
alarmed bleating of sheep. 


If the PCs approach the stables more 
closely they will find that all of the riding 
animals have been either cut, or struck 
with darts. All of the horses are down. 
Among the downed horses, there are a few 
that still twitch and move. None of the 
wounds seem serious, and it seems illogical 
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that they can have caused so much havoc, 
unless they were poisoned. 

Incapable of plane shifting in a normal 
way while under the assault of the crystal, 
which they are unwilling to give up, the 
young Githyanki came here to the stable, 
immediately after leaving the house (while 
people were waking and moving up the 
stairs, inside.). Quickly they chose 8 riding 
animals for themselves, and poisoned all 
others in the stable. Then, under spells of 
Invisibility, they left. Immediately they 
headed across the border into the "Howling 
Land" and then cross-country toward an 
interdimensional weakness that they knew 
they could exploit to cross over into the 
Astral, even with the crystal. While not 
having a good grasp of the political and 
moralistic dilemmas regarding this border, 
Pi' Taluran instinctively knew that crossing 
it would hamper pursuit. 

There are four (4) horses still breathing. 
Any of them treated herbally will recover 
within an hour to the point of being ridable, 
after all their physical wounds are 
superficial. The treatment can _ be 
accomplished by Matron Aster Hastu who 
has Herbalism, or by an _ animal 
husbandman summoned from the village. 
Of course there are draft horses in the 
village which could pull a cart or carriage, 
and there are the goats, which could be 
ridden by the gnomes and _ halflings. 
Likewise the cows and oxen can be hitched 
to a wagon, or ridden by the bigger folk. 

Even without one of the trackers from 
the village, it will be very easy come first 
light, to tell where the enemy went. There 
are clear tracks in the soft earth headed 
away to the border. Tracking penalties 
prior to dawn are -4. A quick count of 
missing horses will ascertain that eight are 
missing. A count of the tracks will reveal 
eight horses traveling with 12 dogs of some 
description, and one bigger creature, 
perhaps the size of a pony, with clawed 
feet. 


ENCOUNTER FOUR. 
(Follow the leader) 


This is a very difficult encounter to 
adjudicate. There is no information in this 
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to be read to the PCs. All information below 
is DM ONLY for purposes of adjudication. 

Different persons in different groups 
are going to handle things differently. 
Some PCs are going to want to use trackers 
from the village, some are not. Some PCs 
are going to want to take the garrison with 
them, this will not occur to others. Ideally 
we want the PCs to follow the escaping 
invaders with no more than a single 
tracker. It should occur to the PCs that the 
likely reason (albeit the wrong one) for the 
theft is an invasion. If this does occur to 
them, it is unlikely that they will want to 
strip the garrison. If they do want to strip 
the garrison, or take a large portion of it 
with them, then use the sergeant, or the 
Knight Banneret du Bois, who commands 
the garrison, to reason with them. Use the 
following observations: 


1.)While the powers that be in the "Howling 
Land" are not as careful of their borders as 
the "Allied Kingdoms" are, they will notice 
a large armed force crossing. When roused 
to anger those Lords of darkness have 
more than sufficient force at their disposal 
to crush any invasion that the Circle 
Perilous can mount. 


2.)The foot soldiers that compose the 
garrison will move more slowly than any 
mounted party. This is bound to make the 
pursuit fall further behind. 


3.) The thieves probably expect a large 
armed force to follow them. They may not 
be prepared for a small fast group. 


4.)The "Circle Perilous" is charged with the 
defense of an area of the border of the 
"Allied Kingdoms". Already it is without the 
crystal that is its main strength. With the 
crystal stolen and taken over the border, it 
is a miracle that attack has not already 
come. If the troops depart as well, then 
even the bands of lesser raiders will find 
the circle's Peasants easy pickings, and a 
door will be fully open into the interior of 
the "Alliance". In addition, the movement of 
the Circle's troops will point the way to that 
door. It is possible that only the Lord of 
Darkness who planned the theft is now 
aware of it, and the weakness it created. If 
so, he may not yet be ready to act, or may 
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be waiting for the movement of these very 
troops to clear the way. Remember, while 
not all of the Lords of Darkness are 
masters of Warcraft, all are cunning. 


If worse comes to worse, and the PCs 
take more than 5 men with them, do NOT 
forbid them. Use Emergency Encounter 1, 
and if necessary follow it up with 
Emergency Encounter 2. This should both 
take time and clear away the dross. 

Note that there are other things that 
the PCs should be thinking of, as well as 
the pursuit. For one thing, they should 
think of notifying others. It is more than 
possible to use contact to notify at least 
one of the other circles. Further, a 
messenger can be sent to the Grand Duke 
Cob, who is in charge of the military for 
this sector on behalf of the "Alliance". 


Encounter Five. 
(Northward Ho) 


The lush growth on the Iow hills thins, 
showing hardscrabble soil beneath. 
The air itself becomes more and more 
difficult to breathe, as if it were being 
robbed of oxygen. Ahead, you see a line 
where normal vegetation simply stops. 
Beyond that cut off, strange plants of 
sickly mauve and purple, unhealthy 
blue and black, spread out over the 
landscape. The air turns somehow 
darker, robbed of the _ life-giving 
moonlight, and all normal vitality. Just 
at this knife edge of change, there are 
poles, each holding up a bleached skull 
with additional yellowed bones lying at 
the base. These are the remains of past 
intruders. 

Even as a shudder passes over you 
and you reflect that this sight never 
becomes ordinary, you also realize that 
the trail you follow continues, as you 
expected, directly into the Shadow of 
the "Howling Land". 


If the party has brought along a tracker, 
or if one of the party members spends time 
closely observing the trail, even without a 
tracking proficiency, they will be able to 
tell that about 200 yards from the border 
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the tracks of the larger creature diverge 
from the rest of the tracks and cross the 
border some distance from them. 

If any member of the party uses any 
psionic power to follow the progress of 
those that they track, inform them that 
their psionic powers do not seem to pierce 
the border, but that, then again, their 
psionic powers have never pierced the 
border. Those who have been _ there 
pursuing raiders in the past, have reported 
that their powers work fine within the 
"Howling Land." They have also reported 
however that the inability to use psionic 
powers across the border is bi-directional. 


Encounter Six. 
(Hunger) 


If the PC characters in the last encounter 
noticed that the tracks of the larger beast 
broke off, they will probably be much less 
surprised by this encounter. Adjust the 
encounter accordingly. If they take 
precautions, these should suitably reduce 
damage, etc. 


As you approach the thickening of 
the air that marks the border behind 
its hideous marker posts, you note a 
dampening of your skills as well as the 
light. You have heard and proved 
before that the gift does not work 
through the border. You also 
understand from others that once 
across it works as well there, but 
cannot be used to communicate to this 
side of the border either. 


Actually that is not presently true here. 
As long as the crystal is missing there are 
no psionic wards on the Alliance side of the 
border in the area that the Circle Perilous 
is charged to defend. Unless someone from 
the party tests that after crossing the 
border however, they have no way of 
knowing it. 


As you cross the border into the 
dreary land beyond, a moment of 
disorientation ripples across all your 
senses as you try to steady yourselves. 
What calm you retain is shattered by a 
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roar from the right. Turning, you 
manage to focus on what seems to be a 
bizarre horse sized crossbreed of Eagle 
and Puma, with four arm _ sized 
tentacles growing about the mouth. It 
is attacking (the right flank guard X, 
where x = the name of the PC who is 
furthest to the right flank). 


The first round attacks should be 
allowed to fall where they may, as long as 
they don't kill the PC involved. If anyone 
moves to intervene, the creature will turn 
its fierce attacks on them, leaving the 
person it has already savaged alone. this 
will continue until all those who have 
attacked it have been counter-attacked for 
one round each. If it is still alive at that 
point it will attack the least injured person 
again. If it succeeds in killing anyone 
during this second round of attacks, it will 
desist further attacks, and drag them (or 
carry them if it can) away at top speed. PCs 
can follow of course, if they do, then see 
below. 


Kigridhd: AC 3; HD 9+27; hp 63; THACO 
11; #AT 2 claws and 1 bite; Dmg 2-8/2-8/2- 
16; SA additional two hind claw rakes for 2- 
12/2-12 if both front paws hit, psionics, 
poison; SD surprised 1 in 10; MR 35%; SZ 
M; M1 13. 

The beak of the Kigrid is poisonous. Any 
hit by it forces a save vs. Poison or be at -2 
to hit, saves, and AC for 2-5 rounds, due to 
swelling. 

The Kigrid is psionically aware with 101 
psps and the following abilities: psionic 
blast, psychic crush, mind blank, thought 
shield, tower of iron will, contact, esp, body 
equilibrium, levitation and invisibility. 

This creature is taken from the article 
"All life crawls where Mind Flayers Rule," a 
Dragon's Bestiary in the October 1989 
issue of "Dragon" magazine. 


Should one of the PCs be killed in this 
encounter, and the body be taken away, 
then if the PCs follow the Kigrid, allow 
them to track it and finish it off (with 
whatever struggle the Kigrid can still put 
up.) prior to running the _ seventh 
encounter, which, due to the destruction of 
the chase through the _ fungi, _ will 
automatically take the (b.) form. 
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Encounter Seven. 
(Into the fungi and through 
the sludge to.... ) 


Above you the sun does not burn. Only 
its diffused light reaches you. Around 
you the strange multi-hewed 
formations you saw from afar prove 
themselves to be masses of fungi and 
mushrooms. 


Pause for possible PC reactions. If the 
PCs continue to follow the trail of the 
Githyanki and their dogs, but do not cause 
damage to the fungi or mushrooms, go to 
(a) below. If the PCs do a great deal of 
damage, and do not follow the already 
established route, go to (b) below. If the 
PCs try to bypass the fungi, possibly by 
flying, go to © below. If the PCs try to 
circumvent the fungi, possibly by going 
around it, go to (d) below. 


(a) The grayness of the air deepens 
rapidly deepens. It is obvious that 
outside the border the day darkens to 
true night. Gory with the aftermath of 
the death of the odd creature that 
attacked you, you also find yourself 
exhausted, bone chillingly exhausted. 
The flattened’ knoll nearby looks 
particularly inviting, even if only for a 
brief rest. 


While it is probable that the PCs will 
rest, it is possible that they will not, but will 
choose to go on. That is all right, we are not 
leading by the nose. If they choose to go 
on, alter the encounter to apply. 


SETUP FOR THE ENCOUNTER: 

Find out if the PCs are camping. If they 
are, find out if they are lighting a fire. 
There is plenty of old dead wood that could 
be used as fuel. Stands of long dead trees 
decorate the countryside. There are also 
somewhat woody dead mushroom stems of 
giant size here and there amid the living 
fungi of the fungus forest. 

After the camp is established, watches 
are set, and the majority of the PCs and any 
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npcs accompanying them go to their well 
deserved rest. 

If the PCs have a fire, the watch will 
note, after about 6 hours, that the edge of 
the circle of firelight is lined with 
mushrooms and fungus like creatures of all 
sizes. If the fire is built up, the mushrooms 
will shuffle back outside the circle of light. 
This shuffling will be quite visible. 

If the PCs DO NOT have a fire, the 
watch will note, after about 6 hours, that 
various sized mushrooms and other fungi 
are creeping up on the encampment from 
all sides. They waddle, shuffle and hop in 
their approach. Note that the fungi will not 
attack, but only advance and plant itself all 
around each of the "flesh beings" 

IF THE CHARACTERS ATTACK THE 
FUNGI, GO TO (b) BELOW, IF THEY DO 
NOT, THEN CONTINUE WITH NEXT 
PARAGRAPH, IF THEY TRY TO 
COMMUNICATE, THEN SEE BELOW. 

At approximately the 7th hour of the 
night, the firelight begins to bend in on one 
side. Regardless of what is done to build up 
the fire, the gloom continues to eat at the 
light. Squinting into that gloom the 
characters see a massive bulk of perhaps 
10' in height . The creature seems to 
radiate darkness. As_ the’ characters 
struggle to see, a bass rumble sounds 
through the camp. "Hurt the babies?" This 
will be repeated if there is any hesitation in 
response exceeding one round. "HURT 
THE BABIES???" If the characters assure 
the voice that they have not “hurt the 
babies", it will ask "Why come here, bright 
light, bright fire, hurts, pretty, why here?". 
Providing that they manage to reassure the 
voice that they are travelers, and of no 
danger to "the babies," it will become more 
temperate "Last ones hurt the babies... kill 
the babies, steal the babies, steal the cloud 
of life, evil, evil, vile, flesh things, crush, 
stomp, smash, absorb!!!" Assuming that the 
PCs decide to pursue this, the creature will 
gladly tell them "Horrid flesh things, riding 
flesh things, follow old road through the 
babies, not happy, kill the babies, put the 
babies in bright light fire, eat the babies, 
take the cloud of life in sack, evil, vile, 
horrid, KILL, KILL, KILL!!!" The PCs can 
quickly ascertain that the flesh things to 
which the voice refers are also those that 
they pursue. "One is dead though, burn, 
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burn, put it under the rocks, now the soil is 
death, but less of them there are." It will 
announce triumphantly. If questioned, "no, 
we do not use light, fire, burning. The 
bright fire they carried, it burned him, 
cracked him, killed him. Bright fire, red 
fire, dead fire." It will continue in the same 
vein. If asked of the trail the enemy 
followed, it will say, "Old road, old way, 
when the air lightens one will show you." 

When the "air does lighten" the 
characters will be able to see that the fungi 
surrounding the camp are both colorful, 
and several ranks deep. The _ larger 
creature looks rather like a shelf fungi, on 
four stout legs, with a large mushroom 
growing out of the top of it. The crown of 
the mushroom is rather rounded, and has 
scrunched humanoid features. This huge 
creature can travel at about the same 
speed as the humans can when walking. It 
will gladly show the group to the old road 
(which they will also find if they refuse the 
offer of aid and continue following the trail 
of the enemy.). It will chatter on non-stop 
about "the babies", "the stinking flesh 
beings" and "the mother". 

ii. When the various fungi are all in 
place, or when they are prevented from 
further movement without violence, "the 
daughter" [the large fungal creature above] 
will appear. The subsequent hail "Hurt the 
babies" and the conversation thereafter 
proceed, much as above. If the PCs attack 
the peacefully advancing fungi creatures, 
then refer to (b) following.. 


(b) This will occur as soon as full dark 
comes if the PCs have been killing the 
various fungal creatures that flourish in the 
area. If the PCs have not been attacking 
the local fungus, but attacks those that 
surround their camp in (a) above, then this 
also occurs, but with the numbers of non- 
intelligent creatures halved, round down, 
and the number of intelligent creatures 
doubled, round up. As the graying air 
darkens, indicating that beyond the border 
full night has arrived, there is a sudden 
rustling, the PCs realize that the local 
fungal growths are moving steadily toward 
them. All PCs must make saving throws as 
a cloud of Basidirond spores covers the 
group (obviously if some people are 60' 
away from others only the largest group is 
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going to be spored). Those who do not save 
vs. poison should roll a d8. The result is the 
illusion under which the PC labors for 1-4 
rounds. 


. You are sinking in a swamp. 

. Hundreds of spiders are attacking. 

. You are shrinking to 1/10th size. 

. Your weapon turns into a viper. 

. You are suffocating. 

. All your friends are diseased horribly, 
you can see the diseases growing on 
them, what if it spreads to you? 

. You are melting away. 

. A huge leech has crawled up your back 
and is living there. 


OuUPRWNPR 


con] 


Immediately after the Basidirond spores 
have hit, all the other intelligent fungi 
attack. Non-intelligent but mobile fungi 
shriek, murmur, and chew where they can, 
much like trained attack beasts. 


Basidirond (1): AC 4; HD 5+5; hp 30; 
THACO 17; #AT 1 Dmg 2-8; SA spore 
generation (35' rad.); SD cannot be 
affected by any form of mental attacks; MR 
nil; SZ M; ML 14. 


Myconoid (4): Int Average; AL LN; AC 10; 
MV 9; HD 1; hp 8; THACO 19; #AT 1; Dmg 
2d4; SA spore clouds; SD poisonous skin; 
MR nil; SZ T (2’); ML 12. 


Myconoid (3): Int Average; AL LN; AC 10; 
MV 9; HD 2; hp 12; THACO 19; #AT 1; Dmg 
2d4; SA spore clouds; SD poisonous skin; 
MR nil; SZ S (4’); ML 12. 


Myconoid (2): Int Average; AL LN; AC 10; 
MV 9; HD 3; hp 16; THACO 17; #AT 1; Dmg 
3d4; SA spore clouds; SD poisonous skin; 
MR nil; SZ M (6’); ML 12. 


Myconoid (1): Int Average; AL LN; AC 10; 
MV 9; HD 4; hp 22; THACO 17; #AT 1; Dmg 
3d4; SA spore clouds; SD poisonous skin; 
MR nil; SZ M (6’); ML 12. 


Phycomid (2): Int non-; AL N(E); AC 5; MV 
3; HD 5; hp 20; THACO 15; #AT 2; Dmg 3- 
6/3-6; SA infection with new phycomid 
(1d4+4 turns to death); SD nil; MR nil; SZ 
T (2’ dia); ML 14. 
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Save vs. poison or grow growths which 
kill in 5-8 turns without cure disease or cell 
adjustment. 


Shriekers (2): Int non-; AL N; AC 7; MV 1; 
HD 3; hp 16; THACO 17; #AT 0; Dmg nil; 
SA nil; SD shriek; MR nil; SZ M (5’); ML 12. 

They will shriek wildly throughout 
battle. 


Violet fungi (1): Int non-; AL N; AC 7; MV 
1; HD 3; hp 21; THACO 17; #AT 1-4; Dmg 
1-4 each attack; SA rot flesh in one round; 
SD shriek; MR nil; SZ M (6’); ML 12. 

HD: 3 HPS: 21 AC: 7 1-4 per round for 1-4 
pts each. 


Olive Slime Zombies (3): Int Animal; AL 
N; AC 9; MV 6; HD 3+2; hp 18; THACO 17; 
#AT 1; Dmg 1-4; SA infect target with 
slime - make new olive slime host 10% 
chance per hit; SD harmed only by acid, 
freezing cold, fire, magic missile spells, 
plant-affecting spells; MR nil; SZ S (3’); ML 
12. 

To cure the new host, a cure disease 
spell is required. 


The larger creature is a "daughter of 
Fungi", the mother that she refers to is 
Zuggtmoy, the fiendish lady of fungi. 


Daughter of Fungi: AC 2; HD 10+1; hp 
51; THACO 11; #AT 2; Dmg 2-8; SA spell- 
like powers, if both attacks strike, then an 
additional 2-6 pts of crushing damage is 
done for the round; SD +1 or better 
weapons are necessary to hit; MR 35%; SZ 
M; ML 14. 

The daughter has the following spell 
like abilities usable one at a time once per 
day: anti-plant shell, continual darkness, 
detect good, detect lie, hold plant, pass 
plant, speak with plants. 


(c) If the characters try to bypass the fungi 
and return to the road using levitate, or 
some similar ability, that's well and good. 
The fungi have no method of stopping 
them. Grant them the award for passing 
the encounter, the minus for not getting 
the information about the killed Gith, and 
go on. 
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(d) If the characters try to skirt the fungi, 
they cannot. The Lady of Fungi dominates 
the entire area of the border where they 
have entered, and there is simply no way to 
avoid her territories. The characters can 
certainly waste time if they wish, though 
you shouldn't tell them that. 


Encounter Eight. 
(...and there they burned 
the cairn... huh?) 


The abbot thinks that the old road 
which you follow was built before the 
"Howling Lands" covered this 
particular piece of territory. In fact, 
the abbot is reasonably sure that this 
road leads to the location of the old 
circle which once guarded this area of 
border’ prior to _ its unfortunate 
expansion. It has been a number of 
hundred of years, so the abbot isn't 
sure, but the stone blocks certainly 
look that old, and from studying the 
old maps it seems to the abbot that it 
is also leading in the correct direction. 
The land is sere, with many dead and 
bare trees of indeterminate age and 
large colonies of every form of mobile 
and sessile fungus one could ever 
imagine. 

Abruptly you (if there is a scout ahead 
this would be only the scout) see an area 
where the ground is darkened, and the 
pervasive fungal growths are missing. 
In the midst of this area a rough heap 
of fire blackened stones, approx. 7 feet 
by 4 feet has been placed. 


The abbot's assessment of the groups 
travel is correct. They are heading toward 
the original location of "the Circle Vortex", 
so named because its manor house stood 
upon a weakness in the interstitial fabric. It 
was after "the Circle Vortex" fell to the 
forces of darkness that "the Circle Perilous" 
was established, and named as it was due 
to the tenuous nature of the new border. 

The cairn is the one mentioned by "the 
daughter" in encounter seven. It is here 
that the body of the young Gith who was 
overcome by the crystal was laid to rest. 
The ground surrounding the cairn to a 
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distance of 65' in all directions is 
uncomfortably hot. The stones of the cairn 
themselves are nearly 180 F, and will burn 
anyone handling them without protection 
(1-4 pts of damage, plus a loss of 1-3 pts of 
dexterity until healed in some manner.). 
The heat is radiating from the body of 
Ik'Midronos, the former crystal bearer, it 
will continue to radiate until all the 
considerable energy which the crystal 
poured through his fractured shields at his 
end is eliminated. 

If the body of the young Gith is 
exhumed, little beyond the blackened 
bones, bits of baroque armor, and a 
broadsword remain. All of these are at an 
uncomfortable temperature near the 
boiling point of water. Any of the pieces of 
armor, or the sword will cool at the rate of 
ten degrees per round if removed from 
contact with the bones, as the heat radiates 
out and disperses. Should this be done with 
the broadsword, the weapon is a +2 to hit 
and damage weapon. None of the PC 
characters are proficient with broadsword, 
if they have brought an NPC tracker with 
them however, he/she IS proficient. 
Whether or not they give the NPC the 
weapon is up to them. 


Encounter Nine. 
(Trick or treat) 


The old road leads up a Iow hill. At the 
top of the hill, beyond a few copses of 
dead and skeletal trees you can see a 
compound of buildings. It is obvious 
that the abbot's speculation was 
accurate. The lay out of the compound 
is extremely familiar, it is much the 
same... in fact exactly the same... as 
the compound at home. Of course after 
being seized by force and _ then 
abandoned for a number of hundred 
years it isn't in very good shape, but it 
is recognizable. The outbuildings are 
largely collapsed, but the main manor, 
being fortified, has survived quite well 
except for the gaping hole where the 
Solarium roof was, and the blasted 
area where the front doors stood... O, 
yeah, there's a large piece of roof 
missing over the kitchen wing also. 


Allow the PCs to discuss their approach. 
Nothing more will occur until they begin it. 
If any of them attempt to scry 
(clairavoyance, clairaudience, or any of the 
related), inform them that there is a great 
deal of mental static and they can't seem to 
get a clear picture/image /connection of/to 
anything. The static of course is due to the 
dimensional bleeding that occurs near the 
interstitial weakness from which the former 
Circle drew its name, the PCs may not 
know this however, as even the old 
documents they retain do not spell out the 
details of the old Circle, and say nothing of 
its background. When the group makes 
some attempt to approach the building, 
continue as follows: 


Suddenly your hair stands on end, 
as if you are about to be struck by 
lightning. A second passes, and there 
is simultaneously a flash of colorless 
light that shows through all of the 
gaping window holes, and _ ruined 
sections of roof and wall in the old 
Circle manor and an odd, total absence 
of all sound. These unusual 
phenomena pass, all is as it was before. 


All of this actually constituted the 
departure of 6 of the Githyanki through a 
rift to astral space, still carrying the 
crystal. The seventh of the group, Ophansis 
Wallankurien lies in the basement of the 
old Circle, at the key point for the vortex. 
He is dying, his body damaged, but not 
destroyed by the crystal. He knows what 
has happened, and knows that even 
returning home with the others will not 
cure him. He has elected to guard the back 
trail, just in case the group is being 
followed. The PCs can pass at will through 
the upper two floors (though the floor on 
the second level is showing signs of wear 
and age and will creak ominously). It is not 
until the group descends the stairs to the 
basement that he will address them. He 
speaks no common, but does speak a stilted 
version of Gnollish, as his city kept Gnollish 
slave/ servants. 


As you begin to descend the stairs 
into the cellars of the _ ancient 
structure a high fluted voice speaks 
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abruptly. The voice, though musical, 
shows, you think, signs of strain. (If a 
scout has gone ahead, ascertain what 
languages he has) The voice speaks, first 
in an unknown tongue that sounds 
quite complex and beautiful, then in a 
different tongue, one much simpler. 
After a moment you realize that you 
know the tongue (this last only if 
someone in hearing range speaks Gnollish), 
it is Gnollish, though spoken with 
many loan words from common, and 
with an unusual grammar. 

"Ho there, there is neither need nor 
hope to follow my companions. By now 
Pi' Taluran has taken them to safety, 
and they are well on their way home. 
The dread stone is with them, and you 
will never see it again, whoever you 
are." The voice declaims. 


Ophansis Wallankurien has the intent of 
dying in a valiant rear guard action against 
any who would seek to follow his childhood 
friends. There are problems. He is propped 
upright against one of two stone spires that 
mark the edges of the dimensional 
anomaly, because he can no longer stand. 
He is of course trying to make it appear 
that he is just casually sitting there. While 
Ophansis can still maintain mind blank, it is 
the only defense he can muster, and he is 
now without offensive psionic armament. 
He does have a crossbow in his hands, the 
bolt of which has been dipped in chimera 
venom, the first person to attempt to cross 
to the stone spires he will fire at, you 
should roll a dice for show, but consider the 
shot an automatic hit. Allow normal poison 
saving throws. A failure indicates death. 
After all, a direct assault on the gate is 
silliness. There are two better ways to 
handle the situation. If someone can 
successfully contact the boy three times 
they can easily find a way of making use of 
his crossbow impossible. In addition he is 
glad to talk, and will hold up his end of a 
conversation until 12 rounds (12 real time 
minutes) after its commencement, when he 
falls into a final coma. 
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Encounter Ten. 
(Astral space, what a 
wonderful place...) 


The air swirls with specks of color, and 
air seems to be all that there is here. 
Lots of air, air in all directions. Come 
to think of it though... How are you 
sure that it's air??? You don't seem to 
be breathing... You are floating though, 
does that make it air??? Probably, 
maybe not though. Still you are 
floating, there is nothing else to call it, 
floating. There is no ground below, or 
anywhere else, so it is definitely 
floating. Nice to know that there is no 
place to fall to, you suppose. 

Looking around you realize that you 
can see a very great distance in every 
direction. Here and there float specks 
in the void. It is hard to judge how far 
away these specks really are, lacking 
any horizon to put them in perspective 
with. 


The PCs_ will undoubtedly fumble 
around for a bit. If the keeper or technician 
inquire about being able to "track" the 
crystal the answer is that they can sense it 
in the distance, and they can move toward 
it by will power. If the group does not 
choose to use the affinity of the keeper and 
technician with the crystal, that's fine too. 
Once they decide to move randomly, 
continue with this encounter as soon as 
they approach a floating "speck". If the PCs 
detect the crystal through the keeper or 
the technician, and then discover some 
method of moving directly to it via psionic 
power, skip the rest of this encounter and 
go directly to the intro for Encounter 
eleven. 


As you approach the specks and 
they grow in your apparent vision, you 
begin to realize that they are not 
naturally occurring phenomena _ of 
Astral Space, but rather’ clumps, 
clumps of bodies. You've found the 
thieves, or their remains anyway. 
These weren't killed by the errant 
crystal though, there is no evidence of 
energy burns, and a great deal of 
evidence of violence. Violence’ very 
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professionally delivered. A quick count 
ascertains that there are four dead 
Githyanki, nearly a dozen dead dogs, 
and one, well, there is no way of 
denying it, one dead Tanar'ri. Both the 
technician and the keeper clearly 
sense the crystal, not very far away, 
and conversely very far indeed. In the 
distance you see strobing colors, in a 
rainbow pattern. 


The strobing colors the PCs see are 
caused by a curtain of multicolored energy 
which floats nearby, masking a 
discontinuity leading to the 222nd layer of 
the Abyss. That famous plane ruled over by 
Zuggtmoy, lady of Fungi, who likewise 
dominates the fungal choked area of the 
"Howling Lands" near the border of the 
Circle Perilous. 

Neither Zuggtmoy or her minions had 
anything to do with the seizure of the 
crystal however. Unwittingly, the thieves, 
on their way home, passed too close to this 
discontinuity, and a Marilith Tanar'ri, 
desiring to curry favor with another 
abysmal lord, risked the wrath of Zuggtmoy 
by bringing a force of lesser Tanar'ri into 
the Lady of Fungi's area of control, and 
staging them through the gate, attacking 
and overwhelming the Gith group, then 
retreating with the crystal back to the 
abyss. The Marilith is now attempting to 
stealthily make her way, with her followers 
and the crystal, out of Zuggtmoy's sphere 
of influence and away. Well, rather, the 
Marilith is trying to prepare for such a 
withdrawal. First she must convert the 
crystal so that it can be safely handled. 

The crystal rests now in a grotto of 
fractured rubies and bloodstones concealed 
beneath groves of giant mushrooms. The 
grotto, long forgotten, or perhaps never 
known by Zuggtmoy, has fallen under the 
control of the Marilith. The Marilith intends 
to use it for a special ritual, which will re- 
bond the crystal to the Marilith's own living 
essence. Then and only then does she 
believe she can safely depart the domain of 
fungi and seek her own lord, whom she will 


Encounter Eleven. 
(Pardon me my dear, but 
your rubies are superb) 


The colored curtain hangs featureless 
in space. It does not seem to matter 
from which side you regard it, the 
same strobing light seems to emerge 
from a single point. Further, you feela 
slight pull on your non-bodies, drawing 
you toward the strobe each time it 
throbs. 


The discontinuity that allows free 
passage into the 222nd level of the Abyss is 
centered here. To use it and follow the 
crystal, all the PCs have to do is allow the 
gentle tugging at their bodies to pull them 
to the point. In fact, there is no other way 
to use the gate it produces, and almost no 
imaginable way of investigating it. No 
psionic power will allow the PCs to follow 
directly to the crystal without coming to 
this point. In fact, a bypass of intervening 
space in the previous encounter leads to 
the PCs coming directly here. Allow the 
PCs to do whatever thinking they want to, 
hopefully they will eventually come to just 
allowing themselves to drift through. Note 
that they may be able, by deduction and 
the use of their powers, to find out how the 
gate operates, which will greatly assuage 
their fears. If they come up with a logical 
method of using a power to discover info, 
then by all means give it to them (as far as 
method of operation, and even a general 
idea of location of the other side of the 
discontinuity). 


Encounter Twelve. 
(By the powers is that a...) 


The land about you as you emerge from 
the discontinuity is even more covered 
with fungal life than the border area 
where you were traveling. None of the 
life here seems either intelligent or 
mobile, but one cannot tell for certain. 


then approach to explain THEIR oe 

acquisition. Nearby a small stream plunges noisily 
over a slime edged rockface into a 
hidden grotto down a short slope. 
Above you, a moss curtain slung from 
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the hugest of the Ferns’ and 
Mushrooms (all well over 20 feet tall) 
filters out most of the deep red "sun?" 
light. A path parallels the _ stream, 
going both downslope and upslope. 


The path down leads to the Marilith 
Tanar'ri and her servants. The path up 
leads to a moss covered hilltop that rises 
through the canopy and affords a clear 
view of the two red, swollen suns that shed 
their warm, wan light on the 222nd plane. 
A clear view is also afforded of the moss 
canopy, broken here and there by other 
hills, and at the foot of this slope by a pool 
of water from the small stream. The pool 
reflects the suns, and, movement in the 
mushroom shrouded glen surrounding it. 

To say that the Marilith is paranoid is 
an understatement. She trespassed on the 
lands of a ranking noble. She has stolen the 
rightful prey of that noble. Now she must 
conclude her ritual of attunement of the 
crystal in order to leave. She has one Vrock 
Tanar'ri watching approaches from the 
lowlands, and one attending her as she 
prepares for the ritual. She has a group of 
Dretch and Manes also assisting her. She 
has posted the most powerful guard 
upslope since she has reason to suspect the 
Gith are being followed. A pack of 
Varrangoin (Abyssal Bats) wait about a 
quarter of the way down from the portal. 

She knows that in a pinch she can flee 
overland to a second interstitial weakness 
that leads to the tower owned in the 
Outlands by an ancient Necromancer with 
hom she associated. While such flight could 
be dangerous, one of the expendable Vrock 
could carry the Gem, and flight might be 
safer than remaining, once a battle has 
drawn the attention of the Lady of Fungi. 

There are a number of options open to 
the PC characters. If they follow the path 
up the hill, then they can discern some of 
what is going on by watching the reflection 
of the grotto in the water. If they do this, 
the abbot will be able to determine that 
someone in the grotto is attempting to 
reimpress the crystal. It is of course too far 
to use any spells/powers/missile weapons 
from the hilltop to the grotto below. 

Whether or not the characters go to the 
hilltop and get a sense of what is going on, 
they will probably head downslope sooner 
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or later. The path is the only safe way down 
the hill, which is very steep, without 
climbing equipment. Any person 
attempting to descend the hill off the path, 
unless using some levitation/flight device 
must make a dex check at -4 each turn. 
Each failed dex check means a fall of 60' 
for 3d6 damage. A person attempting such 
descent can return to his/her starting point 
above safely, since they already know the 
way, but they cannot guide any other party 
member down without that member 
making the same checks. Descending the 
hill off the path takes a total of 7 dex 
checks per person, all at -4. 

As for the Varrangoin. They are 
camouflaged among the rocks’ and 
toadstools, and are perfectly willing to let 
the prime plane invaders kill themselves, it 
saves trouble. So, as long as the party 
members continue to try to descend the 
hillside away from the path, the Abyssal 
Bats will only observe, waiting until the 
group reaches the bottom to attack. If the 
party finds a method of flying or levitating 
down, the bats attack immediately, and, if 
the party follows the path, the bats attack 
at the point where the party is 1/4 of the 
way from the gate to the grotto. The bats 
fight to the death. When they attack, 
whether or not they surprise the group, 
they all breathe the first round (first 3 
breath attacks, targets determined 
randomly. The second and subsequent 
rounds each Varrangoin breathes 50%, 
attacks 50% with tooth and claw until the 
breath attacks are exhausted, after which 
they concentrate on physical attacks only. 
Each lightning stroke can target only one 
target. Each Varrangoin determines target 
randomly each round also. 


Special Note: If the party never discovered 
the presence of Lop'Actru- during 
encounter one, then he is still following 
them. Further more, he has seen the 
corpses of his companions along the way. 
He has realized that the item that was 
stolen should not have been, and he has 
mourned for those who died carrying it. He 
has also seen the majority of his 
companion's bodies, slaughtered not by the 
stone, but by the Tanar'ri. Grief stricken, 
the third round after the Varrangoin attack 
the party, he attacks them. His stats are 
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reproduced after the Varrangoin's. He uses 
the powers in his armamentium coolly and 
with dispatch. He makes no attempt to 
avoid damage himself. If he lives 
through the battle, he will gladly inform the 
party members of the details of the theft he 
and his friends carried out. He will also 
inform them that it was on a lark, and 
obviously not a good one. What he will not 
say is that he believes the two remaining 
members of his group, whose bodies he has 
not seen, are now captives of 
whatever/whoever is in the grotto below. 
Once he has finished answering whatever 
questions he can, he will use his remaining 
invisibility, drink the next to the last sip of 
his levitation potion, and disappear again. 
He intends to be around to rescue his last 
friends, if he possibly can. 


Varrangoin Type III (lesser) [3]: AC 0; HD 
5+5; hp 28 each; THACO 17; #AT 3 or 
breath; Dmg 1-4/1-4/1-6; SA _ lightning 
stroke breath for 5d6; SD hit only by silver 
or magic, immune to electrical; MR 25%; 
SZ L; ML 14. 

Each Varrangoin can breathe 3/day. 
Vulnerable to light and continual light, 
either does 2 pts per level of the caster, a 
sunray spell does 6d6 pts of damage. 
Against light based spells/spell like effects 
the Varrangoin gets its magic resistance, 
but no saving throw if that fails. Against 
other spells, both apply. 


Lop'Arctu, F6/W4: HPS: 38 AC 4 (Lt. 
chain plus dexterity bonus); MV 12; hp 38; 
THACO 15; #AT 1; Dmg 1d8+2 (long sword 
+2); SA Psionics, spells; SD racial ability to 
plane shift; MR nil; SZ M; ML 14. 

Psionic PSPs 217 all  attacks/all 
defenses,Power score 15, Psionic Powers: 
detonate, project force, all-round vision, 
combat mind, know location, ballistic 
attack, inertial barrier, telepathy, cause 
decay, cell adjustment, conceal thoughts. 

Spells: 1st level- cantrip, color spray, 
hypnotism; 2nd level- invisibility, 


Carried: Potion of levitation (2 doses 
remaining), 14 pp. 


End of Round One 
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EMERGENCY ENCOUNTERS 


(For use only if the PCs bring parts of the 
garrison of the circle with them.) 


Emergency Encounter A. 


(This is to be used only if the PCs bring a 
large force with them into the Howling 
Lands) 

A number of skeletons, equal to the 
number of NPCs that the PCs have brought 
with them rise out of the very dust, and 
attack the army viciously. This is a 
defensive measure by the Lords of the 
Howling Lands. They ignore the PCs as 
much as possible, but go after the troops 
with vigor. 


Skeletons: Int non-; AL N; AC 7; MV 12; 
HD 1; hp 5; THACO 19; #AT 1; Dmg 1-6; SA 
nil; SD Immune to charm, sleep, hold, cold, 
and mind affecting psionics, Half damage 
from piercing weapons: MR nil; SZ M; ML 
20. 


Scouts with the troops suggest that it 
would be best that the PCs press on after 
the all important Crystal, while they draw 
this evil army away, back towards the 
border. 


Emergency Encounter B. 


(This Encounter is to be used only if the 
skeletons fail to deter the PCs from 
continuing on with a large number of 
troops.) 

Each turn, 1-4 Ju Ju Zombies arise out 
of the dust and attack the armed troops. 
These Zombies never attack the PCs unless 
they are attacked. The intent of these 
normally unmoving undead is to prevent a 
mass incursion. Therefore the Ju Ju 
Zombies attack the margins of the ranks. 

If this continues for 8 turns without the 
party members sending the troops back, a 
sergeant will hesitantly inform them that 
an intrusion in force against the Howling 
Land has only succeeded twice, and both 
incursions were much larger, and better 
armed. 

If the PCs are still not convinced, then 
after 4 more turns of unceasing attacks, 
the troops break, and flee back toward the 
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border. Rallies will not hold for more than a 
few rounds, as more and more undead join 
the attack. At last only the PCs remain, the 
Ju Ju Zombies begin to turn their attention 
to them. 


NOTE: The PCs, with or without mounts, 
can outdistance the Ju Ju Zombies, which 
the massed troops cannot, except perhaps 
in flight. 


Ju Ju Zombies: Int Low; AL NE; AC 6; MV 
9; HD 34+12; hp 30; THACO 15; #AT 1; 
Dmg 2-12; SA nil; SD Immune to mind 
affecting spells and psionics, illusions, 
electricity, magic missiles, +1 or better 
weapons to hit, Turned as Spectres; MR nil; 
SZ M; ML 20. 
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Master Score Sheet, Round One. 
Team Identification: 


Encounter 1. 100 for going out the Widow walk and over the roof to the broken 
Speculum, 75 for going outside and around to the Speculum with a method of entering the 
building there, 50 for waiting for the door to be broken open, 25 for going outside and 
around to the Speculum without a method of entering the building there. -25 for going to 
the stables (Encounter three) without weapons/clothing. +25 for sending some of the 
guard to the stables after seeing the horse's wounds. 


Pts Encounter One an 
Encounter 2. 100 points for recovering all potions and determining to go to the stable. - 
25 pts. for each potion not taken. 


Pts Encounter Two 


Encounter 3. 100 for determining to follow the tracks. -25 for not counting the horses to 
determine how many are missing. -25 for not counting the tracks being followed, -25 for 
BOTH trying to follow without a tracker from the village AND leaving at night. 


Pts Encounter Three 


Encounter 4. 100 Pts. For passing the Encounter. Bonus Pts.: 25 pts for using mounts, 25 
pts for notifying at least one of the bordering circles of what has happened, 25 pts for 
sending a message to Grand Duke Cob, 25 pts. for arranging for a logical defense in your 
absence with the Knight Banneret du Bois. 


Pts Encounter Four _ 
Encounter 5. 100 points for continuing the chase across the border and not turning aside. 
-50 pts if no one realizes that the large creature has broken away from the main group. An 
NPC tracker discovering this is perfectly acceptable, as long as he has been told to track 
closely. 


Pts Encounter Five 


Encounter 6. For persevering 100 pts. For having a member killed, -25. For allowing the 
Kigrid to escape with a body and not giving pursuit, -75. 


Pts Encounter Six 


Encounter 7. 100 pts for completing the encounter, -25 pts if discussion with the 
daughter did not progress so that she could inform of the dead "flesh being". 


Pts Encounter Seven 


Encounter 8. 100 pts for passing this encounter. minus 50 if the grave was not opened 
(this is an enemy, and for all the PCs know the crystal was buried with him). minus 10 per 
character physically burned due to lack of precautions. bonus of 25 for giving the 
broadsword to an NPC if one is available, if none is available then bonus of 25 for 
preserving the sword for later distribution. 
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Pts Encounter Eight 


Encounter 9. 100 pts for passing this encounter. -25 if someone was shot by the young 
Gith, -25 additional if that person died. 


Pts Encounter Nine_ 
Encounter 10. For passing this encounter and going on to the color strobe [encounter 
eleven] 100 pts. -25 pts. for simply drifting to this encounter. +25 bonus points for 
bypassing intervening space/time by finding some way of reaching the crystal directly 
using available powers. 

Pts Encounter Ten 
Encounter 11. For entering the discontinuity and passing through this encounter: 100 
pts. -10 for each 10 minutes or fraction thereof after the first 10 minutes spent 
discussing/arguing the best course of action in real time. 

Pts Encounter leven 
Encounter 12. 100 pts. for completing the encounter, minus 25 pts. per person who fell 
trying to descend the hillside away from the path, plus 25 bonus points if someone went to 
the hilltop and observed the grotto below by reflection. 

Pts Encounter Twelve 


Total Points Round One 


Thank you very much for judging this tournament. I hope you Enjoyed yourself. 
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Out of Mind 


A Two-Round Dark Sun Team Event 


Round Two of Two 


by Reynolds C. Jones 


ADVANCED DUNGEONS & DRAGONS, AD&D, DARK SUN, and RPGA are 
registered trademarks of TSR, Inc. Tournament copyright 1995 by TSR, Inc. 
ALL RIGHTS RESERVED. This scenario is intended for tournament use only 
and may not be reproduced without approval of the RPGA Network. 
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This is a standard RPGA Network 
tournament. A four-hour time block has 
been set aside for this event. Begin by 
passing out the player characters; pass 
them out based on class only, not revealing 
gender or race. Instruct the players to 
leave the character sheets face down until 
you have read the introduction. Then, tell 
them to study their character sheets, select 
spells, and notify you when they are ready 
to begin the adventure. 

It is a good idea to ask each player to 
put a name tag in front of him or her. The 
tag should have the player's name at the 
bottom, and the character's name, race, 
and gender at the top. This makes it easier 
for the players to keep track of who is 
playing which character. 

The actual playing time will be about 
three hours. Make sure you use the last 20 
to 30 minutes of the event time block to 
have the players capsulize their characters 
for each other and vote. The standard 
RPGA Network voting procedures will be 
used. Make sure you have finished voting 
before you collect the players' voting 
sheets. This way you will not be influenced 
by their votes and comments. 

The players are free to use the game 
rules to learn about equipment and 
weapons their characters are carrying. 


Team Play 


In team play the characters are given back 
to the players that played them in the first 
round. You should have received a sealed 
packet.. The characters from this teams 
first round play should be in that packet, 
with the player names marked. Return the 
characters to the appropriate persons. 15 
minutes (exactly) are allowed for the team 
members to refamiliarize themselves with 
the characters., and plan. Then play begins. 

Insofar as is possible, team play is 
intended to be continuous. Therefore, if you 
are a team judge for the second round of 
the event, please check the sealed packet 
you received to be certain that the team 
you have been assigned finished play in the 
first round. If they did not finish the first 
round, then please turn back to the point in 
the first round that is marked in the packet 
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by the first round judge, and begin there. 
When you reach this point continue as if 
there was no break. Carefully score each 
encounter as it is completed. When play 
finishes after 3.25 hours, transfer all scores 
to the score sheets, total, and submit to the 
coordinator. Complete the standard scoring 
packet and submit also. Thank you very 
much for running this event. 


Standard Play 


In standard play, the characters are 
distributed to the players as they wish, 
except that no person may play the same 
character in the second round that he/she 
played in the first. Where two or more 
persons want the same character resolve 
the problem with a die roll. 

If you are running this as part of a 
standard two round event, ignore all team 
scoring sections. Complete a_ standard 
scoring packet, and submit to the 
coordinator. Thank you very much for 
running this event. 


DM Introduction: 


The PCs were the primary circle members 
of The Circle Perilous (see below for 
description of circles.). One quiet evening 
they were startled by great alarums. They 
heard the smashing of the speculum of the 
house, and much fighting in the Solarium. 
Rushing to the Solarium, and breaking into 
it, the PCs found their fellow circle 
member, a guard, and a number of unusual 
dogs, dead. The crystal, which was the 
center of the circle, and allowed the 
characters to use massing to multiply their 
own psionic powers, and thus safeguard 
the border, was gone. 

Unknown to the PCs, a Githyanki youth, 
Pi'Taluran and a band of his friends were 
responsible for this. Seeing the wards 
around the Solarium, they took them as a 
challenge, and having broken in, they took 
the only thing that seemed worth stealing. 
Well, while the perps themselves were a 
mystery to the PCs, the direction they 
headed was quickly ascertained, towards 
the Howling Lands. Undaunted, the 
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characters began a pursuit, believing that 
one of the dreaded lords of the Howling 
Lands had ordered the theft, and even now 
waited to invade the alliance they were 
sworn to protect. 

The pursuit led deep into the Howling 
Lands, through a band of mobile fungi 
owing allegiance to Zuggtmoy, the lady of 
Fungi, into the Astral plane, and from there 
into the 222nd layer of the Abyss, ruled 
over by Zuggtmoy herself. There, a rouge 
Marilith Tanar'ri and her followers holed up 
in a grotto to reattune the crystal to the 
Marilith, with a little help from the sacrifice 
of the two remaining Gith youths, whom 
they had captured alive while capturing the 
gem. 

The Marilith, uncertain of the strength 
of a band of Prime Planars who would 
brave the Abyss in pursuit of the Gith 
thieves, fled, taking the gem and the 
prisoners, but leaving behind three 
Varrangoin (Abyss Bats) to slow down 
pursuit. The Player characters have 
completed killing the Varrangoin, and now 
stand upon the trail where they did the 
killing. 


Player Introduction 
(Standard Play Only): 


You stand upon the hillside, the site of 
your battle, the broken bodies of the 
hideous monsters that assaulted you 
litter the landscape before you. Below, 
the harsh light reflects from a corner 
of the grotto's pool, which by chance is 
not overshadowed by fungi. 


Encounter One. 
(I'm sorry Master, the 
Mistress left on a trip.) 


[To be used when the characters finish 
descending the hill] 


The growth of giant mushroom and 
other fungi becomes broken as you 
approach the grotto, where a large 
crystal like pool of water reflects the 
light of the huge red sun in many 
spangles. A rock outcropping, like unto 
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a table, stretches from the 
overshadowing hill, nearly to _ the 
waterside on the east of the pool. The 
water that fills the pool gushes from 
the hillside as from a spout, and a 
small streamlet runs away south 
through the various growths. 

There are cut ropes attached to 
brass poles to either side of the stone 
table. There also seems to be a small 
reddish pool on the stone itself. No 
bird call, nor even insect hum, breaks 
the silence here. 


The Marilith Tanar'ri fled when she 
became aware of the approach of the Prime 
Planars. About to sacrifice Athmar-tuk urs, 
Pi'Taluran's last companion, she simply cut 
the ropes and had Dretch carry him. 
Regretting the possible loss, she then 
commanded Pi'Taluran to take up the 
crystal, which he did, while she had him 
carried by the second Vrock. Using one of 
her polymorph self spells in order to 
change herself into a third Vrock, she led 
the other two, and the least Tanar'ri, 
quickly away along the trail bordering the 
exit stream, waiting for a break in the 
foliage to take to the air. 

Beyond the blood on the stone and the 
ropes attached to the brass poles, used 
previously when least tanar'ri found some 
pitiful sacrifice to offer their mistress, there 
is no clue to be found here. It is the work of 
but moments to determine that large 
number of humanoid or semi-humanoid 
beings forced their way down a formerly 
little used path along the side of the exit 
stream from the pool. 

Just because the scene has only a few, 
easily found clues however, does not 
indicate that there is no danger remaining. 
Should any of the player characters decide 
to attempt to drink from the pool, or fill any 
water bottles or such, they will be attacked 
by a Crystal Ooze. There are three Crystal 
Ooze total in the pool, so up to 3 PCs can 
be attacked. 

If the PCs search the water with 
psionics they will find no mental activity, 
since Crystal Ooze have no minds as such. 
A visual search of the pool however will 
reveal the Ooze, if more than 4 rounds are 
specified for the search. 
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If the Ooze attack the PCs without 
warning, then the Ooze receive initiative on 
the first round automatically, but do not 
gain a bonus on the second round. 


Crystal Ooze (3): Int animal; AL N; AC 8; 
MV 1, sw 3; HD 4; hp 16; THACO 17; #AT 
1; Dmg 4-16; SA Must save vs. paralysis or 
be unable to move; SD Immune to acid, 
cold, heat or fire, blows from weapons 
inflict only 1 pt. of damage per hit, a 
wooden weapon must save vs. acid, or it 
will dissolve and break.; MR nil; SZ M; ML 
10. 

Use the following damage rolls in order 
[8, 6, 7,10, 12, 5, 9, 11, 9, 11, 6, 9] 


Note: Attempt to avoid killing characters. If 
the characters approach the water without 
scanning for danger and are attacked, 
then, if a character is in danger of death, 
but the Ooze is being attacked by other 
characters, it will suddenly change targets, 
leaving its paralyzed host, and_ strike 
against another target.. Once it gets a hit 
on another target, it will then ooze over 
that target and attack it. 

Only characters who bend over the 
water closely, almost touching. As in 
drinking, or filling a flask, will be attacked 
by the Ooze, which strikes like a snake, and 
then inundates the victim. 


Encounter Two. 
(Where's your mommy, little 
Dretch?) 


The trail continues along the bank of 
the tiny rushing stream, it has clearly 
been forced wide very recently, the 
remains of trampled Puffballs and 
ruined Morels are everywhere. Ahead, 
the suns shine through the moss 
curtain, and there is an obvious break 
in the thick stemmed Giant 
Mushrooms that provide the platform 
for the draped moss. You emerge out 
into the patch of red light The trail 
continues out the other side, but no 
longer evidences any trace of recent 
use. 
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Having reached this_ point, the 
disguised Marilith and her band took to the 
air, carrying the two Githyanki, and the 
crystal with them. They could not take the 
Dretch and Manes however, so_ those 
wretched specimen are hiding in the 
growth hereabouts, with orders impressed 
deeply into their minds to kill or die. 

If the PCs have out any sort of mental 
net, other than the Technician's connection 
to the crystal or psionic defenses, then they 
will not be surprised by the sudden attack, 
having sensed the chaotic minds of the 
least Tanar'ri concentrating on them soon 
after they entered the clearing. In that 
case, a normal roll for initiative is made, 
with the PCs having a 1 pt. adjustment in 
their favor. 

The Dretch and the Manes have no 
tactics, they simply choose targets, and 
bash away until they, or their targets, are 
dead. 


Dretch (3): Int Low; AL CE; AC 4; MV 9; 
HD 2; hp 11; THACO 19; #AT 3; Dmg 1-4/1- 
4/1-4+1; SA scare, stinking cloud (1/day), 
telekinesis, darkness 15’ radius, infravision, 
teleport without error; SD nil; MR 10%; SZ 
S (3’); ML 12. 


Manes (9): Int Semi; AL CE; AC 8; MV 6; 
HD 1; hp 6; THACO 20; #AT 3; Dmg 1-2/1- 
2/1-4; SA Upon death Manes dissolve into a 
10' rad. cloud of stinking vapor-anyone 
within that cloud must save vs poison, or 
sustain 1d6 pts of damage; SD darkness 
15’ radius, infravision, teleport without 
error; MR 10%; SZ S (3’); ML 14. 


The Dretch have not used their gate, 
but cannot use it here. If they attempt to 
gate other Dretch here, they run the risk of 
attracting the power of Zuggtmoy. 
Therefore, the Marilith impressed upon 
them that they could not use their normal 
mode of fighting and Gate at the earliest 
opportunity. This is difficult for the Dretch 
to grasp, as a result they use the same base 
initiative number as the Manes, but go two 
segments after them, due to the strain of 
not Gating in help. 

Study of the area after the battle is 
completed will reveal that while the Dretch 
and Manes laid in wait among the 
Mushrooms, there is no evidence of any 
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group pressing on down the trail beyond 
the pool. There were no turn-offs from the 
trail that was followed from the grotto, so 
other Tanar'ri could not have back-tracked 
and taken a branch trail. 

If the Technician reaches out to the 
Crystal, he will sense it receding toward a 
large range of mountains some distance 
away, partially shrouded by mists. It is 
receding rapidly. 


Encounter Three. 
(Undulated groves 
Mindman) 


Note: This presumes that the PCs are 
continuing the pursuit on foot. If the PCs 
have found some manner to take to the air, 
then they will be able to locate the 
interstitial weakness in the center of the 
grove before engaging the Viper Trees. 


It is not difficult to follow the flight 
of those who hold the Crystal. Their 
path is directly toward the larger of the 
red suns. As you pursue it doggedly, 
you pick your way among complex 
fungal growths, many of them quite 
beautiful in an otherworldly sort of 
way. All sorts of unusual colors and 
shapes are represented in this fungal 
jungle. Its expanse is broken at the 
limit of your perception by a slightly 
taller formation of scintillating white 
color. 

As you grow nearer, the sense of 
the crystal suddenly’ winks out 
somewhere in the center of the taller 
formation, which seems’ to _ be 
composed of trees. As you grow nearer 
still, you cannot help but notice that 
the surface of the tree's branches 
undulates strangely. 


The reality is that the Marilith is on her 
way to an ancient human associate, a 
Necromancer who maintains a 
tower/research facility/residence in the 
vicinity of the town of Plague-Mort, on the 
plane of the Outlands. When last she saw 
said Necromancer, he was powerful, but no 
match for her. He did (and presumably 
does) have more than sufficient minions to 
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delay the assumably powerful party of 
Prime Planars, while she completes the 
reattunement of the crystal in the 
Necromancer's well shielded laboratories. 
Thereafter, she assumes she will have no 
problem with them, can reward him in 
some suitable manner, and then return to 
her Overlord. 

An interstitial weakness of variable 
intensity, which she has used before to spy 
on Zuggtmoy's plane, is located in the 
center of a moderately sized grove of Viper 
Trees. She has now used that weakness to 
open a gate into The Outlands, within a 
shielded "receiving chamber" in the Mage's 
very tower. The gate will remain open for 5 
full turns (50 rounds) after the PCs reach 
the edge of the Viper Tree grove. Begin 
keeping track of rounds when the party 
reaches the grove. During non-combat 
rounds, use real time minutes to equal 
rounds. If the party exceeds 50 rounds 
before using the gate, it wavers, and 
closes. It can be reopened by _ the 
Technician, but only at the cost of all his 
remaining psionic points. If the party waits 
too long, and the Technician is dead, then 
after 20 additional minutes (real time) 
during which they can do whatever they 
wish, but will find no way through, a 
Daughter of Fungi will appear, look at them 
for a moment, gesture at the gate. The gate 
will open, and the Daughter will point at it. 
This allows them to continue, but penalizes 
them 20 minutes real time for their earlier 
uncertainty. 

The Viper trees are not natural to this 
area Zuggtmoy moved her creatures away 
a short distance and brought in this foreign 
grove, simply to discourage incursions 
through the interstitial weakness. A servant 
Tanar'ri of hers periodically assures that 
the trees are being adequately fed, pruned, 
and kept clear of the less intelligent forms 
of fungal growth (such growth being gently 
removed and taken some distance away). 
On the other hand, no effort is made to 
protect any young Viper trees that wander 
away from the grove, and such saplings are 
invariably destroyed by the fungi. The 
trees, in their dim manner, comprehend 
that they are here on _ sufferance, in 
exchange for the performance of a service. 
As aresult they become very agitated when 
they fail to perform adequately. 
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Therefore, they are agitated now. A 
flight of Vrock, none of which bore any of 
the customary marks of servitude to 
Zuggtmoy, have just activated the 
weakness from above, and passed through 
to an unknown destination. The trees have 
each sacrificed a single limb, and twenty 
(20) mobile serpents have followed the 
escaping Vrocks through the temporary 
gateway. Even the dimmest of the trees do 
not expect these serpents to succeed in 
doing any damage to whatever is on the 
other side, but the consensus is that their 
effort may spare them the worst of the 
punishments that Zuggtmoy might deal out 
for failure. 


Indeed, you realize’ that _ the 
undulating branches are not branches 
at all, but are apparently serpents, 
attached to the living trees in some 
unspeakable manner. They hiss as you 
approach. Words seem to be among the 
sibilant murmurings. 


Any effort to listen closely will reveal 
the words "No more," and "none pass," and 
"never again," and also "none follow them!" 
as the Viper Trees encourage one another 
and reassure one another that these 
intruders at least will be stopped and 
stopped quickly. Finally, many of the snaky 
voices will speak together, resulting in a 
louder and clearer, "None pass us again. 
Sssso, Sssstop!" All of the hideous serpent 
branches lash together to a complete stop. 

The PCs have several options here. 
They can attempt to fight their way in. That 
will require killing and chopping down two 
viper trees in the circle to make an 
adequate opening. Alternatively they can 
try to talk their way through, since the 
creatures seem capable of intelligent 
speech, and are speaking in, or all 
languages, common. Lastly, they can try to 
find some way to catapult, levitate, or fly 
into the center of the ring, which now that 
the branches have stopped moving they 
can tell is hollow. 

If the PCs try to fight their way in, they 
must engage at least two Viper Trees, and 
chop them down. This is a fairly difficult 
task. Each Viper Tree can command up to 8 
of its serpents at any given time. Each 
serpent attacks as an 8 die creature, 
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inflicting 2-12 pts of damage with its bite, 
and causing a save vs. poison at -3. Those 
failing the save are paralyzed for 48 hours, 
or until some form of remove paralysis is 
cast , and lose 4 pts. of dexterity 
permanently. The tree can _ continue 
motivating 8 attacks per round until it dies. 
Viper trees are immune to cold, venom and 
acid, take 1/2 damage from blunt weapons 
and normal damage from electrical attacks 
Double damage is suffered from fire. 
Normal effects result from psionics usage, 
but, for any mind effecting power (or spell) 
to effect an entire tree, it must normally 
effect at least eight (8) creatures. If the 
party tries to pepper the trees with 
distance attacks, each tree will contribute 
another branch to the attack, by splitting it 
off. This will produce a mobile army of sap 
oozing serpents with hit dice, hit points, 
THACO and damage as per the parent 
trees, but only 1 attack per round, each. 


Viper Trees: AC 7; MV 0; HD 8; hp 38; 
THACO 11; #AT 8; Dmg 2-12 plus save vs 
poison at -3 or lose 4 pts of dexterity 
permanently and be paralyzed 48 hours; SA 
nil; SD nil; MR 15%; SZ H; ML n/a. 


Broken branches (20): AC 7; MV 15; HD 
8; hp 38; THACO 11; #AT 1; Dmg 2-12 plus 
save vs poison at -3 or lose 4 pts of 
dexterity permanently and be paralyzed 48 
hours; SA nil; SD nil; MR 15%; SZ H; ML 
n/a. 


If the PCs try to talk to the trees, there 
will be a moment of lashing frenzy among 
the branches, and then a voice will speak 
from the midst of the serpents. "You 
addresssss ussss?" When the characters 
answer in the affirmative, an absolute 
torrent of discussion will be unleashed 
among the serpents. “The others did not 
speak.." "but these have no sign of her 
favor either.." "they are large.." "what are 
we to do.." etc. Finally the serpents will fall 
silent again, and then the same voice will 
rise up again. “ We do not wishhh to fight 
you, you are large and powerful, but none 
may pass here, shhheee hassss ssssaid it, 
and already ssssome have essscaped usss." 

From there on the PCs have several 
tacks they can try. If they speak 
convincingly about following the others, to 
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regain something they have stolen, and 
about caring nothing about this plane, the 
somewhat desperate Viper Trees can be 
convinced of their sincerity with fairly little 
effort. Two of the trees will then bend away 
to the maximum amount they can, to leave 
an opening for the PCs to squeeze through. 
If they have avoided harming the fungi on 
this plane, they can call upon the mother, 
and a daughter will appear in a wispy spirit 
form, and inform the trees that these are 
no threat to the babies, and to let them 
pass, which the trees will do. Lastly, if they 
offer a hefty bribe of food (at least half of 
the food they are carrying, or the body of a 
Tanar'ri from their last encounter), then 
the trees, with an eye to regenerating their 
lost branches will decide quickly that these 
are Primes, and therefore no threat, and let 
them pass. In this case they have no fear of 
repercussions, since they have no intention 
of reporting the second incident, and know 
that Primes will not set off any alarms. 

If the PCs have some method of flying, 
or otherwise bypassing the tree ring, and 
do so, then they can gain entry to the gate 
within. Half the trees will break off limbs 
and send them at the PCs if they bypass the 
ring in this way. However, the PCs have 
four round to pass through the gate before 
the creatures catch up with them. In this 
case, unless they close the door to the 
"receiving room" (Encounter four) when 
they leave it, the serpents will remain 4 
rounds behind them for 60 rounds. If, 
during that time, the PCs delay a total of 4 
rounds, the serpents will catch them. If 
they catch them, they will attack to kill, and 
neither take or offer quarter. 

In any event. Once the PCs are inside 
the ring of Viper trees, the shimmering 
surface of a gate is obvious. 


Encounter Four. 
(My, what an interesting 
chamber.) 


The now familiar chill runs across you 
as the gate whisks you all to you know 
not where. The greyness fades away, 
revealing the inside of a large stone 
Chamber. The floor upon which you 
stand is inlaid with an ivory sigil that 
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pulses with magical power, even it 
however is splattered with the red and 
blue fluids that decorate the room in 
obscene patterns. A large bird-like 
humanoid lies sprawled nearby, its oily 
black feathered wings spread wide in 
death. Not far beyond a second similar 
creature sprawls against a wall. Several 
centaur like creatures with much paler 
skin lie in positions of agony not far 
away, still clutching various weapons 
in their upper limbs. Near to the door 
out, partially blocking it in fact, is a 
final body, half woman, half serpent, 
many armed, and sprouting a few 
Ionely black feathers. Even in death 
her face is set in a rictus of hate. 


The Marilith and her servant Vrock 
arrived here, expecting a welcome from the 
Necromancer who dwells here, and was 
her ancient associate in evil. He has grown 
however, grown much in fact. He also has 
added new servants to his retinue, 
including a small herd of Armanites (lesser 
Tanar'ri), the centaur like creatures, most 
of whom now lie dead. 

When the Marilith entered the tower, 
magical alarms alerted the Necromancer to 
her presence. Detect magic informed him 
of what she carried. While not psionic 
himself, there are those to whom the 
Necromancer can sell such a Crystal for 
enormous sums. Likewise, it may be 
possible to waken psionic power within 
himself by sacrificing the stone, an addition 
to his power well worth surrendering the 
money to be gained for. Therefore, rather 
than going to welcome _ her, _ the 
Necromancer summoned his hordes and 
fell upon her as she waited confidently for 
him in the "receiving chamber." Though 
suffering the loss of all but one of his 
Armanites, and several of his most 
powerful undead, the Necromancer, Ardon 
by name, managed to overcome the 
Marilith and her Vrock. Leaving them dead, 
the ancient sorcerer quickly gathered up 
the Crystal, and Pi'Taluran the Githyanki 
and went to his Grand Laboratory. Athmar- 
tuk’ urs, the other Githyanki has been sent 
instead to the Chamber of Truth with the 
other Armanite. He is to questioned there 
by the Necromancer's "Hand of truth" until 
he reveals the way the stone can be used to 
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cause Ardon to become psionic, or until he 
dies. 

Ardon was in such a hurry to study the 
stone in his own laboratory, and to heal the 
wounds that he himself took of course, that 
he did not fully reset the defenses of the 
room. He simply assumed that his reason 
for seeing the Marilith after all these years 
was an intent on her part to take away his 
stronghold. The stone and the prisoners 
being incidental to this. He therefore did 
not take time to reset the alarm. So, the 
party's appearance has not been magically 
reported to him. On the other hand, he did 
leave a Glyph intact on the floor just 
beyond the door. 

The Glyph is a particular version of 
House defense glyph that Ardon learned 
during a period of study with an insane 
drow necromancer. Normally the Glyph 
would be invisible, it was splattered with 
Tanar'ri blood during the fracas however, 
and now glows visibly through the blood. 
Any sort of caution at all will reveal the 
Glyph. The Glyph can be avoided by 
hugging either wall, by crawling along the 
ceiling, or by dispelling it (dispel magic). 
The save against it can be increased by +4 
simply by attempting to leap over it. If 
anyone simply walks over it however, there 
is a flash of grey light. The triggering 
character saves vs. petrification at +1 (+5 
if the character jumped), to avoid being 
turned to stone permanently. If the save is 
made, a wave of stony appearance passes 
over the character, who is slowed for one 
round. The Glyph can only discharge once. 
Once a single character has been effected, 
successfully or not, the Glyph is exhausted. 

Beyond the Glyph, a stone hallway upon 
which there are two separate trails of blood 
and a number of additional trails of an 
amberish liquid (sap from branches), leads 
to a curving staircase upwards. 


Encounter Five. 
(Please get the cat out of 
the tree, thank you.) 

The curved stair case continues on for 
a considerable distance, as do the 


trails of blood upon it. At the top it 
widens, and debouches into a broad, 
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stone paved hall. Near the head of the 
stairs are four short stone pillars. They 
by no means reach the ceiling, nor do 
they have anything upon them, save for 
one, which has a young male of almost 
human appearance crouched upon it 
motionlessly. You suddenly hear a 
hissing. A serpent, ending in a broken 
branch end, comes around the pillar 
and rears its head. 


Yes, this is one of the broken branches 
(serpents) from the Viper trees. Some of 
them did die during the battle that they 
stumbled into when they crossed the gate. 
Most of them however spread out through 
the tower, looking for the third Vrock. 
(They aren't even as bright as the trees, 
they have no idea that the Vrock 
polymorphed back into the now dead 
Marilith) This particular serpent cornered a 
slave boy, followed him up the pillar where 
he took refuge, and bit him, paralyzing him 
for 48 hours. Since the serpent cannot eat 
when separated from the tree, the boy is 
just a decoration now. The serpent, 
agitated, is ready for more. 

The serpent will not work itself up to 
attack for 2 rounds, unless the party tries 
to push its way past, in which case it will 
attack immediately. The serpent cannot be 
reasoned with, since once they are 
separated from their parent tree, the 
intelligence of the serpents reduce rapidly. 
On the other hand, any mind affecting 
power works automatically. By the time the 
serpent is ready to attack, something 
should have been done to prevent it from 
so doing. If nothing has been done, then it 
attacks the foremost character. 


Broken branches (20): AC 7; MV 15; HD 
8; hp 38; THACO 11; #AT 1; Dmg 2-12 plus 
save vs poison at -3 or lose 4 pts of 
dexterity permanently and be paralyzed 48 
hours; SA nil; SD nil; MR 15%; SZ H; ML 
n/a. 
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Encounter Six. 
(He's not heavy, he's my 
brother) 


As you leave the (stunned, paralyzed, 
dead...) serpent and begin to walk 
across the vast hall towards a set of 
double doors, a wavering shriek is 
clearly heard. 

"DAVEY!!!!" Spinning about you see 
a small boy, dressed in aé_ée grey 
beachclout rushing across the 
chamber from a hitherto unnoticed 
side door’ towards _ the pillars. 
"DAVEYYYY!!!" he repeats as he skids 
to a stop beside the pillar upon which 
the motionless figure rests. Turning to 
all of you he lets a contemptuous gaze 
slide across you all. "What did you do 
to him?" he demands. "He didn't do 
anything to you, I know he didn't" He 
turns back to the apparent statue. "Not 
that that ever matters here." He starts 
shinnying up _ the _ pillar _ intently, 
obviously set to remove the immobile 
boy, and bring him down to the floor, 
and ignoring you all completely. 


This is Jerry, David's brother. Both 
David and Jerry were kidnapped on the 
Prime by slavers. They are the children of a 
high ranking merchant family, and _ it 
fulfilled Andon's conceit to have them as 
his slaves. They are worked hard, punished 
for misdeeds they do not commit, and 
although they do not yet know it, will 
eventually be sacrificed, at least one of 
them, to allow the Necromancer a new 
body. 

The boy believes his brother to be dead, 
but he intends to take the body to their 
humble chamber and tend it if at all 
possible. He believes that he is now truly 
alone, and as he tries to reach the small 
form perched on the tip of the pillar, he 
begins to weep. Nevertheless, he will not 
say another word to the party members 
unless they convince him that they are not 
the ones who did this to David. There are 
several ways of doing that. The simplest is 
pointing out the snake and explaining that 
it bit the other boy, and its venom caused 
the effect. If the PCs do that, then Jerry will 
leap from the pillar top on top of the 
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(paralyzed, dead, whatever) serpent and 
jump up and down on it in a fury till it is 
reduced to a pulp if not already one. After 
that he will be willing to speak to the party 
members, and will plaintively beg them to 
help him get his brother down. If the PCs 
do that, he will gladly help them with any 
information they want, before dragging his 
brother away to their room. 

There are several things that the 
distraught child can tell the party. He 
knows that another young man, though 
older than him, and in torn clothing and 
strange armor was taken by the Armanite 
Sharphoof to the chamber of truth. He can 
direct the party to the chamber of truth. He 
also knows that his "master, the death 
wizard Aldon" has taken a "great shiny 
crystal pulsing like a heart" up to his 
laboratory, which is beyond the chamber of 
truth. Aldon seemed wounded, and Jerry 
hid because he knows that Aldon can make 
others "feel real sick at the same time he 
makes himself feel better". Jerry will even 
be willing to go along with the PCs and 
show them where things are, as long as 
they take David along, paralyzed or not, 
and agree to take both of them away when 
they leave. He has always believed that 
sooner or later someone would come and 
rescue Jer and him. 

If the party takes Jerry's advice, go to 
encounter seven, if they refuse it, and 
press up the main stairs, then go to 
encounter eight. 


Encounter Seven. 
(Diogenes he isn't) 


Ignoring all visible entrances to the 
room, Jerry directs you through a 
secret door and up a narrow stair. At 
its top you find yourself behind a door, 
also probably secret, with a peep hole. 


This door leads into the chamber of 
truth, the peep hole affords a good view as 
well. If the PCs have someone look through 
the peephole, tell them the following; if 
they burst in, then adjust accordingly. 


In the chamber, 
rather’ odd _ looking 


strapped to a 
stone _ table, 
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stripped of clothing and crying like a 
baby is a young Githyanki. A tall 
angular man is bending over him, 
doing something you cannot quite see 
with some sort of instrument. He is 
clearly concentrating on what he is 
doing. Behind him and to one side, 
watching with a rapt expression is a 
living version of the centaur like 
creatures you saw dead in the entry 
chamber. You hear a murmur of voices. 
"Now tell me again how you do not 
know how the Crystal can be used in 
the manner that the master wants..." 


This is Andon's “Hand of truth," a 
sadistic human monster that he uses to 
torture information out of captives. He is 
duly famed for his incredible precision and 
attention to detail, and of course his ability 
to prolong the agonies that he can produce 
far beyond what any other torturer can 
accomplish. 

If they are attacked, both the torturer 
and the Armanite will fight viciously. The 
torturer is a human thief, with a great deal 
of surgical training, he has an envenomed 
blade, a gift for past service. The Armanite 
is slightly wounded, but unbowed. The 
Armanite will take the frontal assault route 
at the first sign of trouble. The torturer will 
attempt to use every dirty trick he can. 


Armanite (Tanar'ri, lesser): AL CE; AC 2; 
MV 9; HD 5; hp 27 (19); THACO 17; #AT 3; 
Dmg 2-12/1-12 or 1-10 with a flamberge 
swordSA nil; SD darkness 15’ radius, 
infravision, teleport without error; MR 
10%; SZ M (5’); ML 14. 


"Hand of Truth", hm T6: Int High; AL 
CE; AC 6 (ring of protection +1 and dex.); 
MV 12; hp 30; THACO 18; #AT 1; Dmg 1- 
6/1-8 (short sword); SA plus save vs. 
poison at +1 or take an additional 15 pts of 
damage from poisoned blade; SD hide in 
shadows 80%, move silently 65%; MR nil; 
SZ M; ML 15. 

The poison replenishes itself from a 
hollow hilt for 4 strikes. Thereafter the 
poison bonus is lost. 

At the time the PCs burst in, if they do, 
he has a special torturer's knife in his hand 
which only does 1d2 damage, but inflicts 
unbearable pain (save vs. paralyzation at -2 
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or cry out in agony, and be at -4 to attack 
and damage, -2 to AC for 3 rounds.). He 
will make one attack with that knife, while 
drawing his sword for the next round. He 
wields the knife left handed, but will toss it 
away after the single attack, as he cannot 
attack two handed. 

Once the torturer and the Armanite are 
dead, the party is left with the weeping and 
occasionally gibbering Githyanki lad. No 
more than a middling teenager by human 
standards, he followed Pi'Taluran, the big 
man in his group, into this mess, and it has 
finally broken him. It is nearly an hour 
before he comes out it enough to answer 
any questions. Pi'Taluran has been taken 
by some man in black robes, and he doesn't 
know to where. The man with the knife 
(more howling and crying) wants to know 
how his master can make the stone turn 
him into a Psionicist. Athmar-tuk'urs didn't 
tell him! Athmar-tuk'urs doesn't know. 
(sniffle, howl) Athmar-tuk'urs doesn't even 
know what the stone does, except kill his 
friends. He can, between sniffling and 
gasping, tell the party an abbreviated 
version of the rest of what has passed since 
the seizure of the crystal, and even that it 
was done simply because Pi'Taluran felt 
challenged by the wards. Having finished 
the tale, Athmar-tuk'urs falls unconscious. 
No effort on the part of the PCs can waken 
him. He is in a healing coma, which will last 
a minimum of three days. When he awakes 
he will have complete amnesia, and will 
never remember anything of his former life 
again. He is starting over. 

The party has another option of course. 
If they wait at the peephole for six full 
turns, the young Gith falls unconscious. 
The Hand directs the Armanite to throw 
him in one of the three cells along the north 
wall. Once this is done, both leave via the 
main doors. Thereafter the party can enter 
the chamber with impunity. They can even 
rescue the Gith if they wish, but will not be 
able to rouse him (see above) to get the 
information they seek. 


NOTE: If the party did not follow Jerry's 
advice, and came to encounter seven from 
encounter eight, rather than from 
encounter six, certain things are different. 
The sound of the party fighting the Ju Ju 
zombies penetrated the doors, and since 
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the thief and the Armanite are alive and 
intelligent they made preparations. The 
prisoner has been locked in the western 
most of the three cells, the Armanite 
swallowing the key. The thief is hidden in 
shadows and moving silently with his 
sword. He has also climbed on the wall, and 
is now above the door. 

In this case. If the party enters the 
chamber from the main doors, the 
Armanite has moved the torturer's table to 
give himself partial cover, and_ starts 
hurling daggers, two per round, at them. 
Once party members enter, the thief falls 
on the rearmost, with a backstab for triple 
damage plus poison at +4 to hit. Once the 
thief is engaged, the Armanite charges over 
to join the melee. 

If the party continues to follow Jerry's 
advice and finds the secret door in the east 
wall of the "chamber of truth," exiting 
there, go to encounter nine. If the party 
exits through the main doors, go to 
encounter eight. 


Encounter Eight. 
(Why this way?) 


As you ascend the great stair case from 
the room of pillars, they let into a 
polished onyx hallway, leading to stairs 
up. There are also double doors to the 
left, at the foot of the stairs. Two 
grayish skinned humanoids _ stand 
before the doors. One of them turns 
towards you. 

"Halt. You cannot pass, lay down 
your arms." it instructs in a halting 
voice. Both it and its companion have 
leveled pikes at you. 


These are Ju-Ju Zombies. They cannot 
be bribed, cannot be reasoned with, cannot 
be fooled, and turn as specters. They know 
that the Master did not give leave for these 
to pass. If the PCs do not immediately lay 
down their weapons, they are attacked. 


Ju Ju Zombies (2): Int Low; AL NE; AC 6; 
MV 9; HD 3+12; hp 30; THACO 15; #AT 1; 
Dmg 2-12; SA nil; SD Immune to mind 
affecting spells and psionics, illusions, 
electricity, magic missiles, +1 or better 


Out of Mind 


Round Two 


weapons to hit, Turned as Spectres; MR nil; 
SZ M; ML 20. 


If the PCs go up the stairs go to 
Encounter ten. If the PCs go through the 
doors, go to Encounter seven. 


Encounter Nine. 
(Odd seeing you here) 


This encounter occurs only if the PCs have 
followed the boy Jerry's advice, and 
followed the secret stair. 


The door at the top of this curving, 
narrow, stair has no _ peephole. It 
simply blocks further progress ahead. 


The PCs will exit the hidden stair into a 
clothes closet stuffed with robes, some with 
fur trim, shoes, male hose, and a selection 
of non magical staves. The door to the 
closet is open, and lets into a large 
bedroom, where a large four poster bed is 
being turned down by a beautiful elven 
woman, with silver hair. She is dressed 
elaborately in a gown of green silk, and has 
slender silver chains running between her 
wrists and ankles. 

Should the PCs remain hidden, after 
three rounds the female will finish turning 
down the bed and leave the room with a 
tinkling of silver chains. Should they 
emerge she will gasp and draw back, at 
least initially. 

This is a foxwoman. The chains hold her 
captive, as they have for nearly 20 years, 
since she tried to charm the Necromancer, 
and failed. He is amused by retaining her 
as a helpless slave, when that is the fate 
she had in store for him. He does no harm 
to her directly, but keeps her bound and 
occasionally has her escort professional 
acquaintances of his for one reason or 
another. 

She hates the Sorcerer beyond all 
reason. Once she realizes that the Player 
Characters do not intend her harm, she will 
beg them to free her from durance vile in 
the slave chains. She will tell them nothing 
but that she is an elven mage and the 
Necromancer holds her against her will, 
using the chains to force her to do as he 
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wishes. If the PCs will but break the chains, 
she would be eternally grateful. 

In fact, the chains themselves block out 
her actual alignment, and scramble her 
thoughts so that they cannot be read. Any 
decisions reached regarding this woman 
must be reached by the PCs themselves. 
She will gladly tell the PCs that the 
Sorcerer has locked himself in his 
laboratory. She may also tell them anything 
else, true or false (as long as it is 
convincing) that she thinks will get them to 
loose her. She knows that the Necromancer 
indeed is in his laboratory. She also knows 
how to get into his laboratory with him, and 
she knows that he is wounded. Those last 
two things she will not tell the PCs, as she 
wants to get to the Necromancer first. She 
will offer to show them the way to the 
Laboratory, and to attempt to trick him into 
opening the door, if only they will free her. 

If the PCs do break the silver chains, 
she will look at them in wonder, and then 
thank them profusely for their help, even as 
she shrinks away into a silver fox, and darts 
away. Her speed is significant, and she will 
out distance the PCs no matter what they 
do. Rushing to the laboratory to kill Andon 
before he can get any of his strength back. 

If the PCs attack the foxwoman while 
she is in chains, they can kill her easily. 
She will fight, and she can slap twice a 
round for 1-2 pts of damage, but that is all 
she can do as long as the chains are in 
place. If the PCs attack the foxwoman after 
freeing her, she simply streaks away. At 
best they have 1 round of attacks, only the 
first two of which can be made with hand 
weapons. 


Andriella Silverbranch (foxwoman): Int 
High; AC 6 (elf-woman), 4 (vixen), 2(fox); 
MV 12; HD 8+1; hp 47; THACO 13; #AT 2; 
Dmg 1-2 (slap- elf-woman) or 2-12 (bite- 
vixen) or 1-2 (bite- fox); SA nil; SD Only 
harmed by magic or silver weapons; 90% 
resistant to charm and sleep spells; MR nil; 
SZ M; ML 14. 
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Encounter Ten. 
(Please have a seat, the 
master will be with you 

shortly). 


This encounter applies if the party came up 
the main stairs from encounter eight. It 
does not otherwise apply. 


The elegant staircase widens slowly 
and finally opens out to a balcony style 
landing. A number of comfortable 
couches, chairs, and divans’ are 
scattered about the landing. A desk is 
directly across from the _ stairs, a 
cowled figure is seated behind the 
desk. A large bull headed humanoid 
stands behind him, with a great axe. 
Several skeletons perch on sofas and 
chairs, a couple of them leaning their 
heads on their hands, as if waiting. 

"Do you have an appointment?" 
rumbles a voice from deep in the cowl. 


This is, under other, more normal 
circumstances, the sitting room where 
those with appointments with Andon wait. 
He is much harried at the moment, and did 
nothing to correct the situation. The figure 
behind the desk is a Crypt thing, while the 
minotaur is actually another Ju Ju Zombie. 
The skeletons are skeletons, but they aren't 
waiting for anything, except a chance to 
defend their master. 

If the PCs tell the Crypt thing that they 
have an appointment and sit down quietly 
on the couch, the Crypt thing will go on 
with its paper work. The Ju Ju Zombie will 
relax, and the skeletons will remain quiet. 
In fact, if the PCs then suggest, after a 
reasonable period of time that they are 
concerned about the Necromancer's health 
and safety, since he was quite specific 
about the time he wanted to meet, or some 
such, the Crypt thing (Call me George, 
please) will think about it ponderously and 
announce that they are free to check on the 
Necromancer if they wish, but not to 
bother him if he is just caught up in his 
work. 

Essentially, the Crypt thing is expected 
to make decisions, and_ since’ the 
Necromancer gave no new orders, and 


Page 36 


since these people do have appointments, 
and since he (George) isn't allowed to leave 
his post when on duty, why not have them 
check? "Right up the stairs back there." 

On the other hand, if the party attacks 
George, all present fight back as viciously 
as possible. 


George the Crypt Thing: Int Very; AL N; 
AC 3; MV 12; HD 6; hp 28; THACO 15; #AT 
1; Dmg 1-8 or special; SA Teleportation 
(once per group) each individual must save 
vs. spells or be instantly transported away 
1d10 x 100 feet in a random direction; SD 
immune to mind affecting attacks; MR nil; 
SZ M; ML 17. 

Any person teleported more than 100 
feet, is no longer in the tower. It will take 
teleported persons 1 rnd per 100 foot of 
teleportation to return to the scene. This 
information should be given them on a 
piece of paper, while all that is announced 
publically is that they are gone. 


Bull the Ju Ju Zombie: Int Low; AL NE; 
AC 6; MV 9; HD 3+12; hp 30; THACO 15; 
#AT 1; Dmg 2-12; SA nil; SD Immune to 
mind affecting spells and psionics, illusions, 
electricity, magic missiles, +1 or better 
weapons to hit, Turned as Spectres; MR nil; 
SZ M; ML 20. 


Skeletons: Int non-; AL N; AC 7; MV 12; 
HD 1; hp 5; THACO 19; #AT 1; Dmg 1-6; SA 
nil; SD Immune to charm, sleep, hold, cold, 
and mind affecting psionics, Half damage 
from piercing weapons: MR nil; SZ M; ML 
20. 


Encounter Eleven. 
(Interesting laboratory 
Doctor, very interesting) 


The details of this encounter depend on 
pre-occurrences. 

If the PCs released the foxwoman in 
Encounter nine, and she escaped as a fox, 
then the Necromancer is dead, with gaping 
bite wounds in the corpse. Only the 
sanctuary guardians (who of course were 
told to exempt the foxwoman who did all 
the cleaning) remain. 
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If the Necromancer is alive, and the 
characters enter from encounter nine, then 
they enter behind him. The sanctuary 
guardians set up a keening as they attack, 
but the Necromancer cannot act for the 
first round. If on the other hand, the 
characters enter from encounter ten, then 
they enter in front of the Necromancer. He 
may act immediately, unless they have 
taken precautions to make themselves 
invisible in some manner. Psionic 
invisibility affects him, though it does not 
affect his undead minions. 

Regardless of all that, the physical 
description of the room is the same. It is a 
large laboratory with shelves full of roots, 
powders, entrails, skulls, etc. Almberics 
bubble over low gas fires. Retorts gurgle. 
On a large work table, the crystal has been 
placed upon a velvet pillow, it continues to 
pulsate. To the left rear, a small, and well 
warded interstitial weakness _ glitters, 
behind a crystal wall. 

If the foxwoman has been here, then 
the Necromancer is dead, the crystal wall 
is shattered, and the gate opens into a 
grove of trees in what looks to be the 
center of an enormous wood, somewhere 
on the prime. In that case, as soon as the 
characters enter the room, a pair of 
shadows swoop down upon them, keening 
wildly and attacking to kill. 

If the foxwoman was prevented from 
coming here, or never encountered, then 
the Necromancer is alive, though still 
wounded. The crystal wall is in place, and 
the gate shimmers there, waiting to be 
opened. In that case, as soon as the 
characters enter the room the shadows 
attack, the Necromancer, and his Quasit 
attack also, as soon as possible. 


Shadows: Int low; AL CE; AC 7; MV 12; HD 
3+3; hp 20; THACO 17; #AT 1; Dmg 2-5; 
SA drain 1 point strength on hit; SD 
immune to sleep, charm and hold spells or 
spell like effects, cold based attacks; MR 
nil; SZ M; ML special. 


Aldon, hm W(N)18: Int Exceptional; AL CE; 
AC 2 (bracers); MV 12; h 60 (at 36 now); 
THACO 14; #AT 1 (dagger of venom [3]); 
Dmg 1d4l SA spells; SD nil; MR nil; SZ M; 
M1 15. 
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Spells: corpse’ link, chill — touch, 
exterminate, magic missile, unseen 
servant; darkness 15' rad, esp, ghoul touch 
(wh), levitate, veeatize; delay death, dispel 
magic, dispel silence (for), lightning —bett 
2); contagion, enervation, magic mirror, 
summon spirit, polymorph other; animate 
dead @ 1), dismissal, magie—ar, teleport; 
chainHghtning, lich touch (for), invisible 
Stalker; fnger-of death, lifeproof (aa), spell 
turning; death shroud,-sink; gate. 

Struck through spells have been used. 


Quasit: Int Low; AL CE; AC 2; MV 15; HD 
3; hp 17; THACO 17; #AT 3; Dmg 1-2/1-2/1- 
4; SA Claw attacks are poisoned- Save vs. 
poison or lose 1. pt.. of dexterity 
cumulatively, for 2-12 rounds, can unleash 
a blast of fear in a 30' radius; SD Immune 
to cold, fire and lightning, only harmed by 
cold iron or magical weapons, may turn 
invisible, detect good and detect magic at 
will, regenerates 1 hit point. per round; MR 
25%; SZ S; M1 9. 


Attacks from the Necromancer will 
start with magic missile, and proceed as 
seems convenient thereafter. 

The Quasit will always attack from the 
rear, and then turn invisible again. For its 
second attack, it uses its fear blast, which 
affects all in the laboratory except the 
Necromancer and his allies. Those who fail 
their save will flee the chamber at 
maximum speed for 3 rounds, and take 4 
rounds to return. Further, there is a base 
60% chance, minus 5% per level of the 
character, that a character will drop 
anything they are holding when they are 
feared, during their flight. If the Quasit 
believes itself to be in any danger, it ceases 
attacking and stays hidden invisibly. 

The moment that the Necromancer 
dies, the Quasit issues a howl of victory, 
drags some tattered grey thing out of the 
fallen body, and disappears. (Dragging his 
former master's soul to the abyss, as it 
were.) 
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Encounter Twelve. 
(Click three times) 


At last, the Necromancer lies dead. His 
laboratory is quiet about you. There 
behind the crystal wall is something 
that you recognize to be an interstitial 
weakness, after all you've had to do 
with such potential gates in the last 
few weeks. The Crystal is pulsing on 
the table, and you all feel drawn to it, 
to reaffirm the bond with it that you 
have forged over the years. At first a 
great deal of anger surges through it, 
then it quiets, and plaintively inquires 
deeply in your minds "Together?" 


Providing that the characters confirm 
the bonding, the commitment, the group, 
the pulsing will slow, and return to a 
healthy glow. "Home?" The Crystal will ask. 
If the group expresses uncertainty, the 
Crystal will declare "Gate!" very firmly. As 
it declares this, the glass wall, which closes 
off the interstitial weakness will shatter. 
"Think!" The Crystal will then demand. 

The Crystal is not up to its normal 
modes of communication, and will not be 
for some weeks after this experience. The 
above is all the hint that it can give them 
(along with shattering the wall). Providing 
that they can figure out what they need to 
do (concentrate on where they want the 
gate to open), they can quickly return to 
the land near the manor. 


The End of Round Two. 
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Master Score Sheet, Round Two 


Team Identification: 


Encounter 1. 100 pts for passing this encounter, -25 for each Player Character that gets 
attacked by Ooze unexpectedly, +25 if the PCs observe the Ooze and avoid combat 
altogether. 

Pts. Encounter One _ 


Encounter 2. 100 for passing this encounter, minus 25 if the Tanar'ri attack took the 
party by surprise. Once the battle is completed, minus 10 per 5 minute, or partial 5 minute 
period of real time, after the first 5 minutes until the party reaches a consensus as to what 
to do, WITH evidence of knowledge of where the crystal is now headed. Bonus of 10 pts if 
someone verbally points out in the first 5 minutes after the battle is completed that the 
Tanar'ri must have taken to the air with the crystal. 


Pts. Encounter Two _ 
Encounter 3. For passing this encounter 100 pts. Minus 25 pts for attacking the trees 
rather than talking. Minus 25 additional pts for each player character killed while 
attacking the trees. Minus 25 pts if the PCs fly over the trees AND either wait long enough 
here to get attacked by the mobile broken branches, or pass through to Encounter four 
and do not both leave the "receiving chamber" and shut the door behind them before the 
broken branches (serpents) catch up. 


Pts. EncounterThree 


Encounter 4. 100 pts for passing this encounter. Minus 25 pts. if anyone walked over the 
Glyph. Minus 10 pts. per character who jumped over it. 


Pts. EncounterFour 
Encounter 5. 100 pts for passing this encounter. Minus 50 pts. if no action is taken to 
prevent the serpent from attacking before it actually attacks, or if the party induces it to 
attack by trying to press by it. 


Pts. EncounterFive 
Encounter 6. 100 pts for passing this encounter. Minus 50 if the plight of the child is 
ignored. Minus 25 if no advantage is taken of the child's knowledge of goings on. (Yes, 
those are cumulative) Minus 25 for leaving the child behind. 

Pts. Encounter Six __ 
Encounter 7. 100 pts for passing this encounter. Plus 50 pts if the party came here from 
encounter six, via Jerry's secret stair. Minus 25 if they waited until the Gith youth passed 
out. Minus 25 pts if no method was found of keeping the youth safe. He is no longer an 
enemy. 

Pts. Encounter Seven 
Encounter 8. 100 for passing the encounter. Minus 25 per character killed in combat 


with the Ju Ju zombies. 
Pts. Encounter Eight _ 
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Encounter 9. 100 pts for passing this encounter. Plus 50 pts. for continuing to follow 
Jerry's advice. Minus 25 for hiding until the foxwoman leaves the room Minus 50 for killing 
the foxwoman without breaking her chains. 

Pts. Encounter Nine 


Encounter 10. 100 pts. for passing this encounter. Minus 25 if the party attacked George 
without trying to reason first. Minus 25 for each character killed in the fracas. 


Pts. Encounter Ten —= 


Encounter 11. 100 pts. for passing this encounter. 
Pts. Encounter Eleven 


Encounter 12. 100 pts for completing this encounter. Plus 50 pts. bonus for completing 
the tournament. 


Pts. Encounter Twelve 


Total Points Round One” 
Total Points Round Two, 
GRAND TOTAL POINTS 

Tie Breaking Information. 

Total Party Members alive 

Total Party Hit Pts. Remaining ——__ 


Total Party Psionic Pts. Remaining 
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Out of Mind Player Characters 


To play this event, you must have a copy of the Complete 
Psionics Handbook. All of the characters are psionicists, 
and including a copy of the book with each tournament is 
impractical. If you do not have a copy of this book, get one. 


The characters’ psionic Power Scores are not filled in. This 

was done specifically so that the players would have to look 
them up, which will help get them into the psionic powers a 
little. 


The optional rules on special results for rolling the Power 
Score, a 20, or a 1 are not used in this tournament. 
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Dame Adriana Hastu, Lady Glenwildi-Arbor 


Level 6 Psionicist 
Race: Grey Elf True Neutral Faith: The Balancer 


Sex: Female Age: 195 
Hair: Golden Ht. : 68" NPP: -4 
AC: 8 Base THACO: 18 Hit Points: 32 
STAT MODIFIED NOTES 
Strength 13 13 n/a 
Intelligence 17 17 n/a 
Wisdom 18 18 +4 vs. mind affecting spells 
Dexterity 12 12 n/a 
Constitution 15 15 +1 hp/die, 90%ss, 94%rs 
Charisma 15 15 n/a 


SAVING THROWS (90% immune to charm, sleep, +2 vs. enchantment.) 
Paralyzation/Poison/DeathMagic 12 


Rod/Staff/Wand 13 
Petrification/Polymorph 09 
Breath Weapons 15 
Spells 14 


Languages Spoken; Common, Elvish, Gnomish, Halflingish, Goblinish, Hobgoblinish, 
Orcish, Gnollish, Trollish. 


Weapon Proficiencies: Short sword, short bow, dagger. 


Non-weapon Proficiencies: Rejuvenation (17), Meditative focus (19), Reading/writing (18), 
Harness subconscious (17), Etiquette (15). 


Racial/Class Abilities: +1 to hit with bow and/or sword, Infravision 60', Find secret door 1 
in 3, Find concealed door 1 in 2, Surprise 2 in 8, Surprise w/door 1 in 8. 


Possessions carried: Leather armor, short sword, dagger, short bow, 20 +s arrows, quiver 
Periapt of Proof against poison, Wand of fireballs (16 charges), low soft boots, torches (10), 
flint and steel, backpack, waterskin (full), rations (1 weeks), messkit, wineskin (full, good 
quality wine), cloak (black, lined with silver silk), oil (3 flasks full). 


Psionic Abilities: (PSP: 87) 

Disciplines: Telepathy 

Sciences: Mindlink, Domination, Psychic Crush. 

Devotions: Contact, Conceal Thoughts, Ego Whip, Id Insinuation, Invisibility, Life 
Detection, Mind Bar, Mind Thrust, Psionic Blast, Synaptic Static, Truth Ear. 

Defenses: Mind Blank, Mental Barrier, Intellect Fortress. 


Purpose: Lady Glenwildi- Arbor is the Dame of the circle Perilous. The position of Dame 
within a working circle is well defined, in addition to offering energy to the massed 
workings through the crystal, the dame is responsible for much of the social and 
professional interactions with other circles and other gifted persons in general. She is, in 
fact, the interface through which the more sheltered members of the circle normally 
interact with the outside world. The gifted are high - strung, and so inward turned that 
they are occasionally incapable of dealing with outside stimuli in any way, without 
releasing the focusing so necessary to their work. The Dames are picked young, due to 
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their capacity to balance the gift with other responsibilities simultaneously. The Dame of a 
circle never heads a mass project, and rarely does in depth research or experimentation. 
She DOES direct the entire household of a circle, from ordering supplies, to making sure 
that the commoners living on lands owned by the circle pay their tithe of produce. She 
directs the guards, and makes sure that the servants perform their duties adequately while 
also staying out of the way. She is, in short, the chief of operations. Usually all persons on 
a Circle holding obey her, except for the circle members. Most circle members defer to her 
as well, out of custom. Even the Keeper will claim control over the Dame only in the quasi- 
metaphysical matters of the circle's working with the crystal. 


Dame Adriana is of the old school. There was a time when most, if not all, of Hastu were 
similar to her. Similar not only in breeding, but in taste, and even in race. Those days are 
gone, and the dignity of them kept alive mostly by Keepers and Dames who, in their hearts, 
know that in spite of them, change is already here. 


On Yourself: Grace is natural to you my lady. You were born with silk and lace already in 
mind. Each movement is natural, but appears studied to those around you, such is your 
poise and elegance. It has always been the duty of those such as yourself to protect the 
others. The necessity of a care taker class has been repeatedly proven. You do not feel it to 
be something you need to take it upon yourself to defend, simply living it is enough. For 
the nonce, the mission must take precedence over everything. The evil ones who raided 
you must not be allowed to continue to hold a crystal. 


On Keeper Dorcas Hastu, Lady Philemona: Lady Philemona is a natural ally, though a 
somewhat tormented one. Her blood lines are good, and the taint of human blood is not all 
a bad thing, since it promises her family greater child bearing potential than many of the 
old blood. She however has taken the ancient Keepers vows, and keeps them quite 
seriously. This is a good thing of course, as she must be able to handle and focus the 
crystal's energy when you mass, but this very thing puts her in her "states". You do what 
you can to ease her burden of course, even if it takes you out of your way. After all, is that 
not your duty to her. 


On Matron Aster Hastu, Lady Hybura-Fissure: Matron indeed! Matron of what, fields? 
The "Lady" Hybura-Fissure takes no time pretending to be what she is not. She acts the 
Halfling grandmother... as she is a halfling grandmother, you suppose it fits her well. You 
are civil to her, but restrained. Her energies help the circle, and her care taking of their 
health is commendable, even if only her job. Sometimes however you feel that she 
oversteps the bounds of her authority in areas outside the purview of the circle, areas that 
are actually your expertise!!! 


On Warden Damon Hastu, Lord Grandale: The only one of the males that would have 
been a member of the school when you first came to it some hundred and fifty years past, 
he is human, and a bit overly mushy in his dealings with those watched over by the circle, 
but he is nevertheless very attractive, bright and dignified. he is a man you could get to 
like. His duty is the protection of the honor of the circle and the person of the Keeper. He 
feels that the loss of the crystal is his failure, you wish to convince him that if that is true, 
then its regaining will renew his honor. 


On Technician Martidon Hastu, Lord Arboleno: A gnome??? Well, he does have the 
gift. Anything is permissible, as long as it furthers the purposes, but it is still a little a little 
hard to swallow. He is polite, and he does his best to be excessively clean... so... since he is 
the only member of the circle that can physically handle the crystal without being 
destroyed by it... well... it is best to be his friend and encourage him. He is necessary, after 
all. 
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On Abbot Arbethnot Hastu, Lord Michaelson: Another Halfling, but one who is in 
something of the proper place for him. He makes a passable abbot. He is devout in his own 
faith of course, but more importantly, he is an excellent teacher. Since his duty in the 
circle's working is to direct research, assure the keeping of records, care for the library, 
and teach the young and the novices, this is important. He is jolly, even in these 
circumstances... though you feel that you should disapprove of such frivolity, and you 
harumph at him, his bald pate is a not unacceptable sight, when seen approaching. 


The Circles of Crystal: 50 circles exist, each occupying a special estate along the border 
between the allied Kingdoms, and the Howling Land. Each circle is staffed with a few 
companies of troops who owe allegiance only to that particular circle, a few dozen servants 
to care for the needs of the circle members, and a few hundred peasants to work the land. 
Each circle has a minimum of six, and a maximum of twelve adeptus (psionicists). Each 
member of a circle is titled with a title as old as the circle structure itself, and has unique 
duties and privileges accorded to them according to the title they hold. 


Over all, each circle masses (combines psionic power, which is then magnified by the 
crystal they use) to protect an area of border from intrusion from the Howling Land. Each 
circle also experiments, seeking to find new uses for the gift, and new knowledge of the 
universe. Lastly, each circle teaches, not just the gift to the gifted, but whatever they can 
to all seekers of knowledge. To that last end each circle maintains a massive library on 
nearly every subject. This library is open to anyone who tests clean of the stain of evil. A 
young student will be provided to assist those doing intensive research or needing 
someone to read to them. A nominal donation is expected by the circle in return for this 
service. 
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Keeper Dorcas Hastu, Lady Hybura-Fissure 


Level 6 Psionicist 
Race: Half-elf Lawful Neutral Faith: Namadon 
Sex: Female Age: 45 


Hair: Silver Ht.: 66" Wt: 104 Ibs 
Handed: Left NPP: -4 
AC: 4 THACO: 18 Hit Points: 44 

STATS MODIFIED NOTES 
STRENGTH 17 17 +1/+1, OD 10, BB/LG 13% 
Intelligence 13 13 n/a 
Wisdom 18 18 +4 vs. mind affecting spells. 
Dexterity 13 13 n/a 
Constitution 17 17 +2/die, 97%ss, 98%rs. 
Charisma 10 10 n/a 


SAVING THROWS (30% resistance to sleep, charm. +2 vs. enchantment ) 
Paralyzation/Poison/DeathMagic 12 


Rod/Staff/Wand 13 
Petrification/Polymorph 09 
Breath Weapon 15 
Spells 14 


Languages Spoken: Common, Dwarvish, Gnomish, Orcish, Xornish. 
Weapon Proficiencies: Hand Ax, short sword, short bow. 


Non-weapon Proficiencies: Rejuvenation (17), Gem cutting (11), Religion (18), Origami 
(18). 


Racial/Class Abilities: 60' infravision, find concealed door 1 in 10, 1 in 2 if searching, find 
secret doors 1 in 3 if searching for them. 


Possessions carried: Studded leather, hand ax (2), light crossbow, +2 small shield, short 
sword, bolts (20), Winged boots, Ring of fire Resistance, Origami paper, low hard boots, 
lantern, flint, backpack, waterskin (full), rations (1 week), messkit, Elven wine (2 bottles), 
Elven rope (50'), extra small clothes. 


Psionic Abilities: (PSP: 93) 

Disciplines: Psychometabolism 

Sciences: Animal Affinity (Falcon), Energy Containment, Metamorphosis 

Devotions: Body Control, Body Equilibrium, Body Weaponry, Cell Adjustment, Contact, 
Chameleon power, Displacement, Ectoplasmic Form, Flesh Armor, Reduction, 
Immovability. 

Defenses: Mind Blank, Thought Shield, Tower of Iron Will 


Purpose: Lady Philemona is the keeper of the circle Perilous. The position of Keeper in a 
working circle is well defined, she guides the energies of the circle when it combines its 
strength through the crystal in a massing. During that period of time she not only controls 
the energies which are generated by the participants and augmented by the crystal, she 
also shields the participants from outside malign influences. Further, she acts as a tertiary 
monitor of the physical and psychic well being of the circle members, in case the monitor 
should fail. Due to the delicate nature of the work that she does, the Keeper has 
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traditionally been protected from outside influence during normal times.Her social 
congress is limited, and controlled tightly. Most of her time is spent in meditation. Her 
needs are anticipated, and met by the other members of the circle, and by the servants. To 
prevent even a hint of distress from effecting the Keeper, the position of Warden exists. 
Wardens both ward the crystal, to protect it from physical assault, and the Keeper, to 
protect her innocence and assure her safety at all times. Keepers are chosen very young, 
based on the nature of their gift, and their perceived psychological stability. The position 
of Keeper is always stressful, and as few Keepers have even a single friend whom they can 
relax completely with, it can be maddening for those even slightly tended toward 
imbalance. 


Keeper Dorcas is as high strung as most Keepers tend to be. She is a good Keeper 
however, and discharges her duties with dispatch and courage. She is of the old school, as 
far as the circles go, and though the position of Keeper has caused her personally much 
pain, she regrets seeing the changes that are slowly overtaking the circles. Such changes 
will not overtake the Circle Perilous while she is Keeper!!! 


On Yourself: The Keeper's robe is a hard one to wear. You are half elven. Having the 
ability to be more productive than those of your mother's race normally are, and yet to be 
bound by oath to remain separated from the type of affection that allows such productivity 
is difficult for you, given your maternal line's ancient and slowly failing blood. After your 
family's decision to have you trained as Keeper after your gift was manifest, you took to a 
deep and abiding interest in the dwarves. You learned their languages, and studies their 
weaponry. You are subject to fits of deep melancholy, and often wish, during them, that 
you were of the dwarven race. They are not as troubled by so many things. 


On Dame Adriana Hastu, Lady Glenwildi-Arbor: Trustworthy, and respectful, even at 
your most difficult moments, this woman is nearly your only "friend" in a world of 
acquaintances. Being keeper you are aware of the shallowness of some of her thoughts of 
course, but likewise you are aware that beneath that dwells a real person with a heart full 
of love. Perhaps as you confide in her, you can strengthen that. 


On Matron Aster Hastu, Lady Hybura - Fissure: Warmer outside than any other here, 
she is closed to you on the inner, as she only monitors outside influences on the matrix, 
and does not herself lend energy to the crystal. It is very difficult to judge the motives of 
any whose motives are not transparent... You try to trust her for the appearance she gives, 
but it is difficult. It is probable that such distrust is a function of the type of union the 
crystal allows for you, but it is still very difficult to overcome. 


On Warden Damon Hastu, Lord Grandale': A fine man on the inner. The warden is 
devoted to the defense and maintenance of the crystal, and the Keeper's honor. Damon is a 
good protector, at least for you. He is most distraught over his self-perceived failure in the 
defense of the crystal, and the death of Monitor Everly Hastu, Lord Bendandine. You would 
ease his pain if you could. There is little he could have done, except have died as well, you 
suspect. The only way the crystal could have been defended, you feel, is if there had been 
adequate forewarning that the circle could have gathered, and energized all the crystal's 
defenses. No warning, NO DEFENSES!!! 


On Technician Martidon Hastu, Lord Arboleno: A very happy and wise little gnome. It 
is unfortunate that nothing can be done to relieve his pain and restore his hands for more 
than a few hours at a time. Unfortunately his arthritis is very pernicious, and does not give 
up once it has a hold on a person. It is good that at least he has the gift, for it is that which 
is keeping him going. You are as comfortable with Martidon as you are with anyone. You 
even feel it might be safe to allow him to touch your hand. After all... 
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On Abbot Arbethnot Hastu, Lord Michaelson: This teacher is a welcome addition to 
the circle. His presence with the center meant the coming of students, which meant new 
hope for the Circle Perilous, for some of the students may prove adequately powerful that 
they will make welcome additions to the circle themselves, later on. Halflings are 
notoriously... you are glad that his age is your protection, so that nothing untoward is 
thought, disturbing your work while you are using the crystal. Still, at a personal level you 
are careful to stay aloft from the abbot, so as not to encourage him. 


The Circles of Crystal: 50 circles exist, each occupying a special estate along the border 
between the allied Kingdoms, and the Howling Land. Each circle is staffed with a few 
companies of troops who owe allegiance only to that particular circle, a few dozen servants 
to care for the needs of the circle members, and a few hundred peasants to work the land. 
Each circle has a minimum of six, and a maximum of twelve adeptus (psionicists). Each 
member of a circle is titled with a title as old as the circle structure itself, and has unique 
duties and privileges accorded to them according to the title they hold. 


Over all, each circle masses (combines psionic power, which is then magnified by the 
crystal they use) to protect an area of border from intrusion from the Howling Land. Each 
circle also experiments, seeking to find new uses for the gift, and new knowledge of the 
universe. Lastly, each circle teaches, not just the gift to the gifted, but whatever they can 
to all seekers of knowledge. To that last end each circle maintains a massive library on 
nearly every subject. This library is open to anyone who tests clean of the stain of evil. A 
young student will be provided to assist those doing intensive research or needing 
someone to read to them. A nominal donation is expected by the circle in return for this 
service. 
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Matron Aster Hastu, Lady Hybura-Fissure 
Level 6 Psionicist 


Race: Tallfellow Halfling Neutral good Faith: Gunnora 
Sex: Female Age: 125 
Hair: Grey Ht.: 40" Wt.: 68 lbs 
Handed: Left NPP: -4 
AC: 3 THACO: 18 Hit Points: 36 
STAT MODIFIED NOTES 
STRENGTH 12 12 OD 7 BB/LG 04% 
Intelligence 18 18 n/a 
Wisdom 17 17 +3 Vs mind affecting spells 
Dexterity 18 18 AC: -4, Reac: +2, Missile: +2 
Constitution 13 13 85% ss, 90% rs. 
Charisma 15 15 n/a 


SAVING THROWS (+43 vs. spells and poison) 
Paralyzation/Poison/Death Magic 12 


Rod/Staff/Wand 13 
Petrification/Polymorph 09 
Breath Weapon 15 
Spell 14 


Languages Spoken: Common, Gnomish, Halflingish, Spritish. 
Weapon Proficiencies: Short sword, spear, hand ax 


Non-weapon Proficiencies: Reading/writing (19), Herbalism (16), Rejuvenation (16), 
Hypnosis (13), Needlework (17). 


Racial/Class abilities: Infravision; 30 ft., Detect grade/slope, Determine direction 50%, 
Surprise 2 in 3, with door 1 in 3. 


Possessions carried: Leather armor, Spear (2), +2 short sword, named "Nibble", hand ax 
(2), Writing kit, Scabbard, Cube of Force, Ring of Protection +1, torch (5), High soft boots, 
Flint, Oil (3 flasks), Backpack, Waterskin (full), Rations (1 week), Messkit, Wineskin (full, 
fair wine), Patchwork cloak of many earthy/warm colors (waterproofed). 


Psionic Abilities: (87 PSP) 

Disciplines: Psychoportation, Telepathy 

Sciences: Teleport, Teleport other, Mindlink 

Devotions: Astral Projection, Dimension Door, Dimension Walk, Teleport Trigger, Time 
Shift, Time/Space Anchor, Contact, ESP, Invisibility, Mind Bar, Psionic Blast 

Defenses: Thought Shield, Intellect Fortress, Mental Barrier 


Purpose: Lady Hybura - Fissure is Matron of the circle Perilous. The position of Matron 
within a working circle is well defined. The Matron has two extraordinary duties. The first 
is to watch on the physical for dangers to the circle during massings. This requires being 
capable of movement over distances in order to be able to directly observe suspect 
activity, and then bring knowledge of it back to the circle. The second duty is to watch on 
the psychic during massings, acting as a secondary assistant to and backup for the circles 
"Monitor", being ready to terminate the massing if it becomes dangerous to the members 
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of the circle. In addition to these two duties, the matron is responsible for the health and 
well being of the circle, its members and attaches. To accomplish this duty the matron 
provides ordinary and psionic medical care to all and the sundry who owe allegiance to the 
circle, from its own members down to the lowliest peasant. In issues of health the Matron 
cannot be over ruled by anyone, even the Keeper. 


Lady Hybura - Fissure is unusual for the position of Matron. She came to her gift late, and 
to the circle in the twilight of her years. Rarely has anyone been allowed to begin service 
in a circle after half of their life had passed. The circle Perilous has stood athwart a 
dangerous area however, and has not had the wealth and public notice to draw the finest 
of the young recruits, therefore they have taken what they could get to continue their vital 
function. In this case, they took the Lady Hybura - Fissure. 


On Yourself: You can take a halfling out of the hills, but you cannot take the hills out of a 
halfling. You're a grandmother 7 times over now, and not adverse to being one a good 
many more times. In the meanwhile, there are all of these good folk who require you to 
take care of them. People always said you had the touch, but they didn't know how right 
they were. Of course, to be fair, neither did you, till your 75th birthday, when in the midst 
of your party little Bobbo knocked off a punch bowl and fell in the shattered remains. 
Minutes later, looking at the scars that were all that marked the spots of his wounds from 
the glass shards, you decided you had to be trained, proper like, afore you did the reverse 
to someone when you were in a temper. You walked out of your home the next day, came 
straight to this circle, and started training. Amazingly, 50 years later, you're still here, 
though your position is a ... little more official now. 


On Dame Adriana Hastu, Lady Glenwildi - Arbor: Dame seems singularly appropriate 
for this woman. She simultaneously exhibits the arrogance and condensation that are the 
worst marks of her race, and the meticulous attention to detail and devotion to duty that 
are among its beStrength You've never quite figured out where you stand with her. This 
makes you feel a bit cranky, after all, at your age you should know where you stand with 
everyone, and make sure that they know too. Still, you do your duty by her, and interact 
with her at need, albeit warily, not that she notices or anything... 


On Keeper Dorcas Hastu, Lady Philemona: This is the woman that holds the whole 
circle together. Holding her together herself is usually your biggest chore. the Warden 
protects her and shields her from outside threat. Unfortunately, she is her own greatest 
threat, what with her "moods" and so forth. She has got to be together enough to 
reintegrate the crystal to the circle when it is regained. You doubt that she could do that 
now. In fact, after knowing her for many years, you doubt that she could usually do it. It is 
up to you to make sure that by the time you find it, she can. You must ease her as best you 
can. Sometimes you think that a good dose of .... no you're not allowed to do that to her 
without her permission... but still a bit of fennel, a bit of... 


On Warden Damon Hastu, Lord Grandale': He does his job, or tries to. Watching over 
his health is not the world's easiest thing. Not only does he require care for his body, his 
struggle to balance concern for the crystal with concern for the Keeper is so powerful that 
you sometimes think that you perceive it in the solid world as well as in his mind. He does 
seem an honorable man, which you hope will lead him to open to you if he is truly in need, 
so as not to endanger everyone else. 


On Technician Martidon Hastu, Lord Arboleno: Now this one's got style. He's no 
halfling it's true, but you can't help but admire his courage. You wish that there were more 
that you could do for the arthritis he suffers. Unfortunately, there are things that even the 
gift can't do, or at least things that you can't do with the gift. Were it not for the delicacy of 
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workings between those in a circle, you might be tempted to go a-courting though. As it is 
he'll just have to count on you for advice and herbs to ease the pain. 


On Abbot Arbethnot Hastu, Lord Michaelson: the world's a funny place. This one is a 
halfling, and he's got the gift, but he's so wrapped up in vows and things that it ruins him 
for anything except, well, abboting. Oh, it's nice to have another halfling along of course, 
plus, if you ever have to confess or anything... but sometimes you just wish he was a good 
old shepherd from the hills whence you come... then you could at least hold a good talk 
with him. 


The Circles of Crystal: 50 circles exist, each occupying a special estate along the border 
between the allied Kingdoms, and the Howling Land. Each circle is staffed with a few 
companies of troops who owe allegiance only to that particular circle, a few dozen servants 
to care for the needs of the circle members, and a few hundred peasants to work the land. 
Each circle has a minimum of six, and a maximum of twelve adeptus (psionicists). Each 
member of a circle is titled with a title as old as the circle structure itself, and has unique 
duties and privileges accorded to them according to the title they hold. 


Over all, each circle masses (combines psionic power, which is then magnified by the 
crystal they use) to protect an area of border from intrusion from the Howling Land. Each 
circle also experiments, seeking to find new uses for the gift, and new knowledge of the 
universe. Lastly, each circle teaches, not just the gift to the gifted, but whatever they can 
to all seekers of knowledge. To that last end each circle maintains a massive library on 
nearly every subject. This library is open to anyone who tests clean of the stain of evil. A 
young student will be provided to assist those doing intensive research or needing 
someone to read to them. A nominal donation is expected by the circle in return for this 
service. 
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Warden Damon Hastu, Lord Grandale' 
Level 6 Psionicist 


Race: Human Lawful Good Faith: Glordiadel 
Sex: Male Age: 35 
Hair: brown (wavy) Ht.: 63" Wt.: 210 Ibs 
Handed: right NPP: -4 
AC: 5 THACO: 18 Hit Points: 56 
STAT MODIFIED NOTES 
Strength 16 16 0/+1, OD 9, BB/LG 10% 
Intelligence 16 16 n/a 
Wisdom 15 15 +1 vs. mind affecting spells 
Dexterity 13 13 n/a 
Constitution 18 18 +2/die (+4), 99% ss, 100% rs 
Charisma 14 14 n/a 


SAVING THROWS (+2 vs. enchantment) 
Paralyzation/Poison/Death Magic 12 


Rod/Staff/Wand 13 
Petrification/Polymorph 09 
Breath Weapon 15 
Spells 14 


Languages spoken: Common, Dwarvish, Ogre, Elvish, Lizard Mannish 
Weapon Proficiencies: Scimitar, Spear, Dagger 


Non-weapon Proficiencies: Rejuvenation (14), Harness Subconscious (14), Hypnosis (12), 
Musical Instrument (harp) (12) 


Racial/Class Abilities: N/A 


Possessions carried: +1 Studded leather armor, Scimitar, +3 Spear, Dagger (4), Small 
shield, Harp (hand), Rope of Entanglement, Tinderbox, Torch (12), High Hard Boots, Oil (3 
flasks full), Rope (50'), Backpack, Waterskin (full), Rations (1 week), Messkit, Ale (cask of 1 
gallon). 


Psionic Abilities: (74 PSP) 

Disciplines: Telepathy, Metapsionics 

Sciences: Mindlink, Appraise, Psychic Surgery 

Devotions: Awe, Contact, Convergence, Empathy, Gird, Magnify, Repugnance, Phobia 
Amplification, Psionic Inflation, Psionic Sense, Wrench 

Defenses: Mind Blank, Intellect Fortress, Tower of Iron Will 


Purpose: Lord Grandale' is the Warden of the Circle Perilous. The position of Warden 
within a working circle is well defined. The duty of the Warden is two fold. The first duty is 
to protect and "ward" the circle's crystal. It is through the crystal that all psionic massing 
passes, being magnified multiple times in the process. As a result, not only does the crystal 
build up psionic energy at a higher and higher self renewing level, which can be used by 
members of the circle. The crystal also becomes semi-self aware, with a personality 
reflecting a fusion of the personalities of those using it. A crystal passing into the wrong 
hands can be dangerous indeed, due to both the energy reserve, and the personality, 
which can become quite irate, even evil, under the wrong stimulus. The second duty, and 
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one arguably even more important is to ward the Keeper. Due to the delicacy of health, 
particularly mental health, that most Keepers experience, all contact of a harsh nature 
must be minimized, or if possible avoided entirely. When the contact cannot be avoided, it 
is the responsibility of the Warden to guarantee the safety, both physical and emotional, of 
the Keeper. The circle cannot function without her. 


Lord Grandale takes his position as Warden very seriously. He is a loyal and meticulous 
servant of the circle, who finds things going wrong to be his own fault, regardless of his 
ability to actually have prevented them. While full blood human, he is the type of man who 
would have been permitted into the circles, even in the old days, when the purity of the 
circles was far more of an issue than it is now. 


On Yourself: Always have you been a bulwark against trouble, even in your earliest days. 
Now you feel like a bulwark ever failing. The crystal is gone out of your grasp, and it must 
be regained at any coStrength It is necessary for you to regain the crystal if you are also to 
regain any sense of self worth. Nevertheless, you have a remaining duty which you must 
now perform under the most difficult of circumstances. The Keeper must be kept from 
harm. Not only is it your duty to keep her so, but she and she alone can reintegrate the 
crystal to the circle after it is regained if it has been seriously disturbed. The balance 
between these duties must be kept. The rescue mission must be pushed, but the Keeper 
must be protected from undue influence, even though she must accompany the mission if 
it is to succeed. 


On Dame Adriana Hastu, Lady Glenwildi - Arbor: This dignified and gracious lady 
represents the values that drew you to circle service to begin with. In the midst of the 
fields showing peasant children how to weed, she still has presence. In fact, in all her 
duties she is a great lady. To the running of the mundania of the circle estate she brings an 
elegance and flair lacking from most of the circles in this day and age. Under other 
circumstances you would seek the Dame as wife. Unfortunately, under the circumstances 
of the circle this is unthinkable, so you must make due with her as companion. 


On Keeper Dorcas Hastu, Lady Philemona: The Keeper of this circle. A tormented 
Keeper at times, though how she could be otherwise you do not know. From the reading 
you have done most Keepers are tormented. Still, Dorcas is a fine person when not taken 
in one of her fits. You have always cared for her, not just for her position. Luckily she is 
easy to care about. This is good, for you feel that caring is important to add breadth to 
your service to her. She must now consider you incompetent however, how else to explain 
your loss of the stone that centers the circle itself??? 


On Technician Martidon Hastu, Lord Arboleno: The technician is the one who must 
physically handle the crystal. It seems fitting somehow that the person doing the handling 
is a gnome. You have always had a great respect for the gnomish people. The title ill fits 
the poor fellow though. Firstly, he is jolly and kind and just a bit plump, and "Lord" seems 
a bit pretentious for him. Secondly, the arthritis that afflicts his hands sometimes makes 
his work difficult, until the pain is eased by the Matron, or occasionally the Dame. You 
wonder, perhaps the arthritis was caused by handling the crystal... You have never served 
in another circle, and have never heard anyone from this circle speak of Martidon's 
affliction outside the group... Who knows??? 


On Abbot Arbethnot Hastu, Lord Michaelson: A devout little man. He must be 
efficient, the library is spotless, and the classes are full to bursting, why even you have 
been called on to teach one or two. Besides all that there are at least 3 research projects 
going forward at great speed. Why is it that recently he has started making you nervous, 
despite his continuously jovial personality. He seems... almost too good at what he does... 
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The Circles of Crystal: 50 circles exist, each occupying a special estate along the border 
between the allied Kingdoms, and the Howling Land. Each circle is staffed with a few 
companies of troops who owe allegiance only to that particular circle, a few dozen servants 
to care for the needs of the circle members, and a few hundred peasants to work the land. 
Each circle has a minimum of six, and a maximum of twelve adeptus (psionicists). Each 
member of a circle is titled with a title as old as the circle structure itself, and has unique 
duties and privileges accorded to them according to the title they hold. 


Over all, each circle masses (combines psionic power, which is then magnified by the 
crystal they use) to protect an area of border from intrusion from the Howling Land. Each 
circle also experiments, seeking to find new uses for the gift, and new knowledge of the 
universe. Lastly, each circle teaches, not just the gift to the gifted, but whatever they can 
to all seekers of knowledge. To that last end each circle maintains a massive library on 
nearly every subject. This library is open to anyone who tests clean of the stain of evil. A 
young student will be provided to assist those doing intensive research or needing 
someone to read to them. A nominal donation is expected by the circle in return for this 
service. 
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Technician Martidon Hastu, Lord Arboleno 
Level 6 Psionicist 


Race: Surface Gnome Neutral good Faith: Sytry 
Sex: Male Age: 75 
Hair: Brown (curly) Ht.: 43" Wt.: 89 lbs 
Handed: right NPP: -4 
AC: 5 THACO: 18 Hit Points: 36 
STAT MODIFIED NOTES 
Strength 16 16 0/+1 OD 09, BB/LG 10% 
Intelligence 17 17 n/a 
Wisdom 16 16 +2 vs. mind affecting spells 
Dexterity 13 13 n/a 
Constitution 11 11 75% ss, 80% rs 
Charisma 18 18 n/a 


SAVING THROWS (+43 vs. magic and poison) 
Paralyzation/Poison/Death Magic 12 


Rods/Staffs/Wands 13 
Petrification/Polymorph 09 
Breath Weapons 15 
Spells 14 


Languages: Common, Dwarvish, Gnomish, Brownie, Burrowing Mammalish 
Weapon Proficiencies: Short Sword, Throwing Ax, Dagger 


Non-weapon Proficiencies: Rejuvenation (15), Leather work (17), Reading/writing (18), 
Trapping (12) 


Racial/Class Abilities: +1 vs. kobolds and goblins, giant class enemies have -4 to hit, 
Infravision 60', Detect grade/slope 5 out of 6, Detect unsafe walls, ceiling, or floor 70%, 
Determine depth underground 4 out of 6, Determine direction underground 50%. 


Possessions carried: +2 leather Armor, Short sword, Dagger (2), Small shield, Writing kit, 
Dust of Appearance (3 doses), Backpack of Holding, Small animal traps, Low hard boots, 
Lantern, Flint, Tanning kit, Oil (3 flasks full), Waterskin (full), Rations (1 week), Messkit, 
Ale (cask of 1 gallon), Sewing kit, deep brown woolen cloak, extra undergarments. 


Psionic Abilities: (79 PSP) 

Disciplines: Psychokinesis 

Sciences: Telekinesis, Detonate, Project Force 

Devotions: Animate Object, Animate Shadow, Ballistic Attack, Control Body, Control 
Flames, Control Sound, Control Wind, Create Sound, Inertial Barrier, Levitation, Molecular 
Agitation 

Defenses: Mind Blank, Thought Shield, Tower of Iron Will 


Purpose: Lord Arboleno is the Technician of the circle Perilous. The position of Technician 
in a working circle is well defined. In addition to offering energy to the massed workings of 
the circle, the Technician is responsible for the physical care and movement of the crystal. 
The crystal constantly gives off a residue of very destructive energy. A person normally 
touching the crystal, or attempting to manipulate it through psionics or magical energies is 
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burned, or possibly killed by an energy backlash. This even applies to most members of the 
circle. The Technician, and the Technician alone has a special relationship with the stone 
that allows him to handle it, either with energy or by hand, move it about, clean it, etc. 
Most technicians have a relationship with the crystal, and the pseudo personality which it 
has. They may spend long hours crooning to it, listening to the strange sounds that 
occasionally are emitted from its depths, or polishing it with the softest cloths. 


Lord Arboleno is in a position that he seems to love. He is a Technician's Technician. An 
engineer for the gnomish community from whence he came, he left them when he could no 
longer do the work he loved. Granted, now he works with a psionic crystal, but as the 
crystal was originally a created thing, and he gets to tinker with its purpose he is happy. 


On Yourself: Working with things was always your passion. Unfortunately the crippling 
disease in your hands (arthritis) has made the type of work your brothers and sisters 
perform impossible for you. The grace of Sytry, the ruler of Golden Purity has enabled you 
to find another way of working with things. You alone can physically handle the crystal, 
once it is regained. Oh, the others COULD carry it, but its unleashed energies would 
destroy them. Despite your physical impairment, you are fulfilled through your work. You 
have even managed to develop a sense of humor, although you have only managed to 
become superficially close to your fellow circle members. 


On Dame Adriana Hastu, Lady Glenwildi- Arbor: You envy her natural grace and ease 
of movement. Never heard of an elf having crippled hands, unless it was some curse, then 
off on a quest they were to have it lifted. Still, she is an interesting soul. She seems inward 
turned to you, and most noble. You always treat her with the utmost respect, and she 
seems to return your favor. 


On Keeper Dorcas Hastu, Lady Philemona: Being a Keeper is quite a responsibility. 
You can carry the matrix, but it is Dorcas who must enter it in order for its energies to be 
utilized. As a result, she must always be ritually clean. One must be careful even touching 
her, for fear of contaminating her. Her burden is indeed great. Occasionally you worry 
about her, you think you can see the results of the strain. You hope you are wrong of 
course, but you don't think you are. 


On Matron Aster Hastu, Lady Hybura - Fissure: A fine figure of a woman. A halfling, 
but gnomish through and through, except perhaps for her cooking, which is exceptionally 
good. She is as old as you are, but she has raised a whole family, and then went on into the 
world. Perhaps she might be interested in being your friend, if you play your cards right. 
The halflings seem to pack as much living in their span as the humans do. All in all it can 
be extremely difficult to keep up. 


On Warden Damon Hastu, Lord Grandale': A very dignified human, reminds you of 
nothing more than one of those paladins. His duty is to guard the matrix. You suspect that 
its loss cuts him more than any of the rest of you, on a personal level. His duty also is to 
guard the person of the Keeper, which may be a good thing, as you think he might just go 
running off other wise. He is a good man, and he cares about his duties. He'll be much 
happier once the crystal is regained. 


On Abbot Arbethnot Hastu, Lord Michaelson: Without reservation the most religious 
member of the gifted in this group. So religious in fact that he has all sorts of vows that 
make life more difficult. He is a special kind of teacher however. He is somewhat 
withdrawn and he prays a lot, but he can appreciate a good joke, if its told right. He's OK 
by you, particularly since you've decided that he is not competition for the friendship of his 
fellow hobbit, the Matron. Perhaps one of his vows??? 
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The Circles of Crystal: 50 circles exist, each occupying a special estate along the border 
between the allied Kingdoms, and the Howling Land. Each circle is staffed with a few 
companies of troops who owe allegiance only to that particular circle, a few dozen servants 
to care for the needs of the circle members, and a few hundred peasants to work the land. 
Each circle has a minimum of six, and a maximum of twelve adeptus (psionicists). Each 
member of a circle is titled with a title as old as the circle structure itself, and has unique 
duties and privileges accorded to them according to the title they hold. 


Over all, each circle masses (combines psionic power, which is then magnified by the 
crystal they use) to protect an area of border from intrusion from the Howling Land. Each 
circle also experiments, seeking to find new uses for the gift, and new knowledge of the 
universe. Lastly, each circle teaches, not just the gift to the gifted, but whatever they can 
to all seekers of knowledge. To that last end each circle maintains a massive library on 
nearly every subject. This library is open to anyone who tests clean of the stain of evil. A 
young student will be provided to assist those doing intensive research or needing 
someone to read to them. A nominal donation is expected by the circle in return for this 
service. 
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Abbot Arbethnot Hastu, Lord Michaelson 
Level 6 Psionicist 


Race: Hairfoot Halfling Lawful Neutral Faith: Mider (nature) 
Sex: Male Age: 61 
Hair: Black (wavy) Ht.: 35" Wt.: 61 lbs 
Handed: Left NPP: -4 
AC: 2 THACO: 18 Hit Points: 39 
STAT MODIFIED NOTES 
Strength 13 13 OD 7 BB/LG 4% 
Intelligence 16 16 n/a 
Wisdom 17 17 +3 vs. mind affecting spells 
Dexterity 17 17 -3 AC, +2 Reac., +2 Missile 
Constitution 11 11 75% ss, 80% rs 
Charisma 15 15 n/a 


SAVING THROWS (+43 vs. magic and poison) 
Paralyzation/Poison/Death Magic 12 


Rod/Staff/Wand 13 
Petrification/Polymorph 09 
Breath Weapon 15 
Spell 14 


Languages Spoken: Common, Halfling, Dwarvish, Elvish, Orcish 
Weapon Proficiencies: Short sword, Short bow, Dagger 


Non-weapon Proficiencies: Reading/writing (17), Poetry (17), Musical Instrument 
(Harmonica) (16), Fishing (16) 


Racial/Class Abilities: Infravision 30', Detect Grade/Slope 75%, Determine Direction 50%, 
Surprise 2 in 3 or 1 in 3 with door. 


Possessions Carried: +3 Leather Armor, +1 Short bow, Arrows (20), Dagger (3), Short 
Sword, Scabbard, Quiver, Tinderbox, Torch (8), High soft boots, Gem of Seeing, 
Harmonica, Backpack, Waterskin (full), Rations (week), Messkit, Wineskin (full), Writing 
kit, Fishing kit 


Psionic Abilities: (85 PSP) 

Disciplines: Clairsentience 

Sciences: Object Reading, Aura Sight, Clairvoyance 

Devotions: All Round Vision, Danger Sense, Know Direction, Combat Mind, Feel Light, 
Feel Sound, Hear Light, Poison Sense, Radial Navigation, See Sound, Spirit Sense 
Defenses: Mind Blank, Intellect Fortress, Tower of Iron Will 


Purpose: Lord Michaelson is the abbot of the circle Perilous. The position of abbot within a 
working circle is well defined. The abbot is usually, though not always, a person of 
religious bent. The duties of the abbot are maintenance of an educational program for the 
gifted and the ungifted alike, provision of support for extended research projects, and the 
maintenance of the library, together with its growth. All persons doing research at a circle 
are beholden to the abbot for the help they need as his control of the library facilities is 
absolute. Secondary duties of the Abbot include counseling of all those who owe allegiance 
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to the circle holding and request his assistance, and if the person holding the title is of the 
religious, the performance of such things as marriages and burials. 


Lord Michaelson is definitely one of those who is of a religious bent. He had already 
decided to dedicate his life to service to Mider, god of nature, when it was discovered that 
he was gifted. The temple of Mider, recognizing the importance of the circles in 
maintaining the present borders of the "Howling Land", ordered him to give up the cloister 
and take service with the House of Hastu. It was thus that he ended up as Abbot of the 
circle Perilous, for his religious nature is all unbent, despite the change in venue, so to 
speak. 


On Yourself: You have a secret. Secrets are rare in the circles, but you have one. You 
have managed to wall it off inside yourself so that even when you mass it does not become 
evident to the Keeper, although you think that she suspects something. The secret is... 
well... you appear to be a Hairfoot halfling. In fact, you are 2/3 of one. You are also 1/3 
Githzerai. Knowing of your tainted blood was one of the things that made you seek the 
service of Mider to begin with. You'd stopped even thinking about your bloodline years ago 
however, content in your faith, and in the work of the circle. Now it seems that very blood 
may help all the circle. Although you and your parents never lived among the Gith, you are 
almost sure that the dead dogs found in the Solarium were Githyanki dogs. It is best if you 
can use your birth knowledge, and those things which your parents told you without 
alerting the others to your heritage. The fact that you are studious and have access to all 
the library helps you in this regard, people are less likely to think it strange that you have 
unusual knowledge. Still, while you will use your birth right to help if you must, your soul is 
roiling. 


On Dame Adriana Hastu, Lady Glenwildi - Arbor: The good Dame is a traditionalist, 
but except to grumble at you occasionally, strictly for the sake of form, you and she have 
always gotten along well. If she knew of your background of course, that would change 
quickly. Of everyone here, it is most important to conceal your bloodline from her. 


On Keeper Dorcas Hastu, Lady Philemona: The Keeper. You're sure that she would 
understand if she knew. She is your hidden ally. If only you could find the courage to 
inform her. Still, you are sure that if worst comes to worst you can confide in her. You'd 
rather avoid it though. She already has so much to trouble her, you do not want to add to 
her burdens. 


On Matron Aster Hastu, Lady Hybura-Fissure: A halfling that some of your cousins 
would have been proud of. She is a Tallfellow, but you think that she has some Stoutish 
blood in her. Still, she has a healer's touch and no question. She would not understand, if 
confronted with your past, on the other hand, you suspect that she would still accept. 


On Warden Damon Hastu, Lord Grandale': An upstanding man, unbending and 
unswerving in his devotion to his principles. All in all, the sort of man you could trust with 
your life, but not with your honor, considering that it is besmirched in ways that he would 
find unacceptable. He would probably find you a threat to not only the person of the Lady, 
but also to the crystal. All on the basis of something that you had no control over. Still, he 
may well be more yielding than the Dame, should she find out. 


On Technician Martidon Hastu, Lord Arboleno: Now here is an understanding man, 
well, an understanding gnome. You can hardly afford to pass up understanding of any kind. 
The good Technician has had problems of his own, with his arthritis and all. You think that 
he would be rather short (pun intended) with any quick judgments being passed on any 
other member of the circle. He went through a similar situation, you suspect, when he 
became too crippled to continue doing the work that he had always done among his own 
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people. He left them shortly thereafter, and came to the circle for training... Because, you 
think, he was rejected for things outside his control. Perhaps he too is one that you can 
share with, should the time become right. He could help filter the information and 
disseminate it, should people start becoming suspicious of your knowledge of the Gith, 
once, that is, you can start showing the knowledge, which won't be until they realize that 
the Gith took the stone. Perhaps you should start hinting that to the Technician as soon as 
there is any logical way for you to claim to have guessed... 


The Circles of Crystal: 50 circles exist, each occupying a special estate along the border 
between the allied Kingdoms, and the Howling Land. Each circle is staffed with a few 
companies of troops who owe allegiance only to that particular circle, a few dozen servants 
to care for the needs of the circle members, and a few hundred peasants to work the land. 
Each circle has a minimum of six, and a maximum of twelve adeptus (psionicists). Each 
member of a circle is titled with a title as old as the circle structure itself, and has unique 
duties and privileges accorded to them according to the title they hold. 


Over all, each circle masses (combines psionic power, which is then magnified by the 
crystal they use) to protect an area of border from intrusion from the Howling Land. Each 
circle also experiments, seeking to find new uses for the gift, and new knowledge of the 
universe. Lastly, each circle teaches, not just the gift to the gifted, but whatever they can 
to all seekers of knowledge. To that last end each circle maintains a massive library on 
nearly every subject. This library is open to anyone who tests clean of the stain of evil. A 
young student will be provided to assist those doing intensive research or needing 
someone to read to them. A nominal donation is expected by the circle in return for this 
service. 
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